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NO ORDINARY EMERGENCY. 

NO ORDINARY PLUMBER. 

Super flying, super firing, super biosting Super Mario 
hos new super powers that make him more super 
than ever. Save the world, and experience one of the 
best-selling video games of all time. Super. 

OUT 17th OCTOBER. 

SUPER MARIO BROS. 3. 

Now on Game Boy Advance. 
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AT A GLANCE 


I’VE BEEN PUTTING off writing 
this editorial for a week now. 
That's the cool thing about 
being an editor - I get to do 
what I want, well, sort of. 
Unfortunately printers wait for no man and 
CUBE is due to go to press this afternoon, 
so I really need to get my finger out or that 
scary man in the production department will 
do unspeakable things to me. He keeps 
popping his head round the door, winking 
and drawing his finger slowly across his 
throat, which I take as a bad sign. 

Why, you may be wondering, has a 
consummate professional such as myself left a 
whole page to the very last minute? I could 
blame the instability in the Middle East, or 
faulty plumbing, but the fact is I just don't 
want to talk about ECTS. Unfortunately, I gotta. 

It used to be great. Once a year all the 
shiny, happy people that like to collectively 
refer to themselves as the games industry 
would gather in London for a big three day 
ballyhoo. The Olympia would be packed with 
enormous stands showcasing, often for the 
first time, every big game on everyone's 
release schedule. Companies like EA, Sony, 
Eidos and Virgin would compete for attention 
with the most lavish stands. The girls were 
buxom and the beer free-flowing. After a hard 
days slogging around the show it was back to 
the hotel for a quick freshen up before hitting 
the parties. Eidos and Sony in particular could 


be relied upon to lay on something a bit 
special, although Sony tickets were invariably 
like gold dust and could only be purchased 
with magic beans, or by heavily schmoozing 
the PR bloke a good two months in advance. 
Thems were the days. 

It's still like that. At E3. ECTS 2003 was a 
pale shadow of it's former self, offering further 
evidence of Europe's marginalisation in the 
global scheme of the games business. EA was 
there, but even though the stand was easily 
the most impressive on the floor it still 
smacked of a token effort. Nintendo chose to 
display its wares in a big bus parked outside 
and this was a welcome opportunity to play 
versions of Mario Kart: Double Dash!! And 
1080° Avalanche that were considerably 
improved from those shown at E3. The overall 
impression though is that any notion of 
Europe being a significant player in the global 
games market has been all but abandoned. 
This shouldn't have any real knock-on effect 
for consumers, but it means one less yearly 
brouhaha for the likes of me. Bah! 

Miles Guttery 
Editor 
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and in your face 


1080° is finally looking the part and 
we've got more on Namco's answer 
to Cran Turismo 3. 

R: Racing Evolution 08 
1080° Avalanche 10 


I action news 
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Someone once said no news is good 
news. They were wrong. We've got 
loads of news, and it's more fun 
than a castle made of sweets and 
full of TVs with cable. 12 


PREVIEWS 
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Almost every preview is either a 
sequel or an update this month. 
Thank goodness for Starsky & Hutch\ 
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IN-DEPTH 
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industry raw like a pair of ill- 
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METAL GEAR SOLID 

[the twin snakes 


M The original stealth-'em-up 
has the GameCube in it's 
sights. Do you like Snakes? 


Not one, not two, but three In- 
Depths for you this month. How 
much do we rock? 
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little screen, big thrills 
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M The Final Fantasy series returns to its spiritual home in the 
saga's most magical entry to date. Can you cope with the 
Japanese language? Can you wait months for the PAL 
release? Only you can decide. 
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THEY’RE THE SAME size, the same shape, 
but those two little discs are very different. 
One is an Action Replay cheats CD which 
will also enable you to run Japanese F-Zero 
CX on your PAL GC while the other is a DVD 
packed with footage of the year's coolest 
games. The DVD however will NOT work in 
your GameCube but will work on any region 
2 compatible DVD player as long as it has a 
ridge in the tray allowing it to hold 3" discs. 


■ We're as excited about this disc as you 
will undoubtedly be! Of course, if Star 
Wars isn't your thing then you may be a 
little disappointed. But do people like 
that actually exist? We don't think so! 


DUSTY RALTIIR 


FRIGATE PROTECTION 


THERE BE HUNTERS! 


It may be GameCube disc-shaped, but 
sadly it won't work in your GameCube 


SAVE THE PRINCESS! 


The VIDEO disc will only work in a 
Region 2 or multi-region DVD player, see? 

Insert the VIDEO disc into your Region 
2 compatible DVD player (it won't 
work on a GameCube console) and 
wait for the menu to appear. Then 
simply use the remote control to select 
the game of your choice or select the 
MORE option to go the next page. 




They say a picture is worth a thousand words. So what's a video like? Probably a fair 
few copies of CUBE when you think about it. If you've any interest in Star Wars then 
you'll probably wear out this disc. We've got NINE different videos of Rogue ^ w 
Squadron 3, all world exclusives — you won't have seen these anywhere else! jl 


p m 


1 


Lb 

K • - — J 


I 


V . «£b.TJX. .J 

jfL ,1 







■i 1 1 z ] 

— 






L^j . 





[m 




_ ■ 


J 




j 

■■■■■■ 

_i 























































As always, the CHEATS disc also contains a 
cut-down FreeLoader function that will 
enable you to play an import title of our ^ 
choice on your PAL GameCube This month: c*. 


NAME: F-ZERO GX 
REVIEWED: ISSUE 23 
SCORE: 9.4 


SEGA and Nintendo team up for the first £ 
time and the result is exactly what you'd 
expect from two gaming giants. 

Gorgeous to behold, a joy to play, and if 
it doesn't get your heart pumping then 
you're already dead 
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then follow the simple prompts 


Simply slap it in and boot up your machine 
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THINGS CAN ONLY GET BETTER 


USING THE CHEATS 


CHEAT 


TO 


WIN 


Insert the CHEATS disc into your 
GameCube and turn it on. Select from the 
on-screen menu the game you want to 
hack and then the cheat or cheats you'd 
like enabled. Follow the on-screen 
instructions and you'll have those 
troublesome titles beaten in no time. You 
can also use the disc to play a Japanese 
copy of F-Zero CX on your PAL GameCube 


ON THE CHEATS DISC 


F-ZERO GX (JPN) 

INFINITE ENERGY 

UNLOCK All VEHICLES 

OPEN MASTER CLASS & DIAMOND CUP 


SPLINTER CELL (PAL) 

INFINITE PRIMARY AMMO 
INFINITE HEALTH 
ALWAYS IN THE DARK 
OPEN AU LEVELS 
MOON JUMP 


NEXT MONTH 


Games, games, games. There are so 
many of them and we have to struggle 
every month to decide what gets on 
the videodisc. Check out what you'll be 
watching on your TV next month, all 
thanks to us! 


THE GAMES... 


• FIFA 2004 • LOTR: RETURN 
OF THE KING <• MOH: RISING 
SUN • F-ZERO GX > FINAL 
FANTASY: CRYSTAL 
CHRONICLES I TERMINATOR 3 
DRIVER 3 MISSION: 
IMPOSSIBLE METAL GEAR 
SOLID: THE TWIN SNAKES 


SUPER MARIO SUNSHINE (PAU 

99 UVES 
INFINITE HEALTH 
INFINITE WATER 
OPEN ALL LEVELS/NOZZLES 
LOW GRAVITY 

SKIES OF ARCADIA (PAU 

INFINITE GOLD 
INFINITE MOON BERRIES 
INFINITE HEALTH 
QUICK LEVEL-UP 
NO RANDOM BATTLES 








































The realtime lighting on the headlamps is incredibly 
realistic , the best you'll see on a console 
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The last great American muscle 
car. Dodge Vipers rule! 
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/ NEW SCREENS 

/ NEW LEVELS REVEALED 
; / GAM5PLAY DETAILS 

\~X CHARACTER INFO 

1 A STORYUNE SPOILERS 


YOU MAY THINK that after last month's six page, 
blow-out In-Depth there wouldn't be anything more 
to say on the matter of Namco's take on Gran 
Turismo, but lucky for you, you're wrong. Namco has 
now released a new batch of sweet and revealing 
screenshots. This game really is looking better all 
the time. 

The new pics show off a number of new cars such 
as the Peugeot 206, the Supra and the Lancer 
Evolution, all of which are fully sponsored. The 


• Cars Galore: All-new cars and two 
brand new tracks have heightened our 
anticipation for this racer even further 


Wicked new cars, 
modes and tracks 
confirmed! 





































"ISIAMCO HAS HINTED THAT AT 
LEAST ONE OF THE ORIGINAL 
RIDGE RACER TRACKS MAY 
APPEAR AS A BONUS” 




Sometimes 
when no clear 
over-taking 
route 

presents itself 
you have to 
invent one of 
your own 


© 


Expect 35-40 
licensed cars 
to appear in 
the final 
game 
including 
some Ridge 
Racer ones 



sponsor textures and the reflection mapping make 
such a difference to the cars - early screens used 
plain cars (these are probably the first cars you get), 
which look nowhere near as impressive. These new 
cars bring the confirmed list to ten strong. The final 
selection is due to be in the region of 35-40, so what 
other cars can we expect? Namco has hinted that at 
least one of the original Ridge Racer tracks may 
appear as a bonus, so it would be safe to assume 
that at least one of the vehicles will be a classic Dig- 
Dug car, or even a Devil car. On top of that there will 
be a few dedicated Drag cars and a few more Rally 
Cars. You may remember game producer Nakamura- 
san revealing last issue that the Mini Cooper S will 
definitely make an appearance. Other than that, only 
time will tell what treats Namco has in store for us. 


That's not all though, as there are also two new 
tracks to talk about. The first is a typical parallel-track 
rally course where two cars race side-by-side. In 
these shots you can see the 206 going up against the 
Lancer Evo. The second track is based in the 
mountains and snakes through a small village. The 
main feature of the screenshot is the cambered U- 
turn, a tricky task at the best of times. Can you 
imagine trying to take that turn in a Dodge Viper!? 
Erm... we'll stick with the Calsonic Skyline for that 
one thanks. 

Last of all on the updates front are a few small 
details that have made their way into the new 
screenshots. We already know that there will be 
night-time races, but up until now the headlights had 
not been implemented. Well, now they have, and 


the/re definitely better than those in CT3 . It looks 
like the team is using a similar technique to that 
found in Burnout 2, ie bloom lighting. It's effects like 
these that will separate the GameCube and Xbox 
versions from the PS2. You will also notice that the 
crowd has now been put in as well. Namco has 
decided to use 2D, digitised people, and for a racing 
game this is probably the best option. On the move 
these crowds will look real, although at present we're 
not clear on whether they will be animated. 

With R: Racing now due to ship within two 
months we're expecting Namco to blow the lid on 
this potential CT beater anytime now. We'll bring you 
all-new screens and gameplay details in the next 
issue. Tighten your seat belts and get ready 
to race into the oblivion. 
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"ALL CREDIT TO THE TEAM AT 
NSTC FOR COMPLETELY 
TURNING THE GAME AROUND” 
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1080° AVALANCHE 


IF THERE’S ONE thing you can count on 
Nintendo for, it's the quality of the final 
product (just don't mention Wario World, sic). 
Regular readers will know that on countless 
occasions we've expressed concern over early 
versions of Nintendo games. Super Mario 
Sunshine and Metroid Prime both saw a 
complete turn-around in the final six months 
of development. 1080° takes it to the extreme, 
because this is one in particular that we were 
extremely worried about. At E3 though things 
looked rosier and the near-complete code on 
show at ECTS has improved as much again. To 
cut a long story short, 1080° looks like it can 
finally stand proud alongside its N64 brother. 

It's hard to put your finger on exactly what's 
different. Sure it looks better, but that's not 
what has made us happy. The game just feels 
like a 1080° title should - fans of the game 
will know exactly what we mean. It feels solid. 
The characters now have perfect weighting, 
they jump for the right length of time, and you 
feel totally in control at all times. Stunts can be 
performed whenever you want, but they don't 
earn you anything or speed you up in the 
standard races. Instead they're more a 
measure of how good you are at the game. 


If you can beat an opponent while pulling 
off a 1080° you'll get enough of a reward from 
feeling like a total pro. Nintendo must have sat 
down with NSTC and said “this is like SSX, it 
needs to be like 1080°. .. sort it out!" All credit 
to the team at NSTC as well They've taken an 
extremely dodgy game from previous 
developer LeftField and completely turned it 
around in the space of six months. 

At ECTS there were some new areas to see 
such as Golden Forest and Deadly Fall. We 
were also able to take a look at the start-up 
screens, which put you in a log cabin just like 
the N64 version. As for the controls, they're 
also pretty similar to the N64 version. The 
Analogue Stick lets you lean forward or back, 
thus changing your speed and turning circle. R 
lets you change the way you're facing, and L 
makes you crouch down for extra speed. The 
B button lets you jump/charge, and the X/Y/Z 
buttons take care of the stunts. 

With 1080°'s problems now well and truly 
fixed there isn't a single weak first-party title 
on this year's line-up, and as you may have 
noticed, the UK gets the game first. Oh yes, 
life is good! 
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NEWS 


© EVERYTHING GOING GOWN IN THE WORLD 
OF NINTENDO, RIGHT HERE, RIGHT NOW! 




NEWS 

CONTENTS 


NEWS HOUND 


Mercilessly truthful 
reportage on the 
biggest and best of 
everything 
GameCube-related. 

PACES 14-15 


FUTURE NOW 


Gaming intelligence so 
insightful, so sharp, it's 
liable to give you a 
paper cut Don't try this 
at home, kids. 

PACE 16-17 
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DATA BURST 

Two pages gushing with 
facts, figures, release 
lists, comments, quotes 
and what's really 
happening in games. 

PACES 22-23 


DRIVER 3 

First details of the latest 
games and an interview 
with the man - the 
legend - behind 
Viewtiful Joe. 

PACES 26-27 


Give us a minute and 
we'll give you the 
world - if it's worth 
knowing about you'll 
read it here. 

PACES 24-25 


PACES 20-21 


NINTEN-D’OH! 


A Simpson's compo so 
generous it beggars 
belief, and the latest on 
Hatcher witout an egg- 
related pun in sight. 


WE CAME; WE SA 


reports on Nintendo's 
showing at Britain's biggest gaming 
event of the year... 


EARLIER THIS MONTH at the European 

Computer Trade Show (ECTS), held at Earl Court in 
London, Nintendo showcased the entirety of its 
upcoming catalogue of games to be launched in 
the run-up to Christmas and into next year. Parking 
a forty tonne truck stuffed with around fifty 
playable pods of GameCube and GBA games both 
inside and out of the trailer, this was the first 
hands on play-test we've had with many of the 
GameCube's most hotly anticipated titles since E3 
in Los Angeles back in May. 

While Sony was running its PlayStation Experience 
inside the building and Microsoft put up a stall in 


the trade-only section, the star of the show was 
beamed from a colossal cinema screen hung over a 
makeshift tropical race track dotted with go-karts 
containing WaveBirds and screens displaying four 
player LAN games of a certain racing title. Yep, we're 
talking Mario Kart: Double Dash!! 

Although at E3 Mario Kart seemed slightly tame, 
everything about this latest improved version 
screams absolute quality. The visuals are polished 
and lurid, the speed of the karts has been ramped 
up and the slide from previous versions has 
thankfully been re-introduced making the handling 
just that little bit better. 

Having spent literally hours power-sliding, firing 
shells and then laughing like maniacs as we tore 
through Miyamoto's 128-bit take on the best 
multiplayer racer in history, we can tell you what you 
probably suspected: it's fantastic, go place your pre¬ 
order, you need to get Mario Kart: Double Dash!! 





























IN THE CUBE 
WITH... 


“ECTS PROVED NOT ONLY 
THE STRENGTH OF NINTENDO'S 
LINE-UP BUT THAT OTHER 
DEVELOPERS OFFERINGS ARE AS 
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POSITION: EUROPEAN PRODUCT MANAGER 
COMPANY: NINTENDO OF EUROPE 


© With one or 
two exceptions 
(Geist and 
Mario Tennis), 
Nintendo 
showcased 
their lot 


CUBE: Multiplayer Mario Kart is 
obviously a massive attraction with 
gamers here in Nintendo's truck. 
Can you tell us more about the 
exact specifics of LAN link-up? 
MH: What you need is of course 
one CameCube per player, one TV 
per player and a broadband 
adapter to be inserted into each 
Camecube. You also need normal 
Ethernet cables. When you 
connect more than two 
CameCubes one of them acts as a 
hub. Theoretically you can connect 
up to eight CameCubes allowing 
up to 16 players simultaneously. 

CUBE: Is Double Dash!! going 
to launch in stores packaged with 
a Broadband adapter and cable? 
MH: No you have to buy those 
separately as we don't know how 
many have gamers purchased a 
Broadband adapter to play 
Phantasy Star Online. 

CUBE: There are rumours that 
when Double Dash!! is launched it 
will come packaged with another 
Mario Kart game on a bonus disc 
Is this true and if so what exactly 
is on the bonus disc? 

MH: That is more rumour than 
anything. We are currently finding 
what is the most exciting way to 
get more incentive from 
consumers to buy the game, but 
nothing has been confirmed yet. 

CUBE: So it's a possibility but 
not necessarily likely? 

MH: I think it's not very 
intelligent to bundle it with Mario 
Kart 64 as it's too close a game to 
Double Dash!! 

CUBE: Given that by the end of 
September the GameCube will 
cost $99 in America are Nintendo 
going to lower the price of a 
GameCube in Europe? 

MH: It's currently not planned. 
We are evaluating, day to day, the 
situation in Europe especially. 

CUBE: Seeing as Animal 
Crossing has undergone a PAL 
conversion for the Australian 
market, is there any likelihood of it 
receiving a British release? 

MH: Animal Crossing is a very 
difficult product even internally 
we've had lengthy discussions 
about Animal Crossing. We've 
never had such a problematic 
product As it has to make 
complete sense to consumers, 
localisation is a huge issue for 
Europe, which it isn't for the 
American or Australian market 

CUBE: Obviously though you 
run the risk of the same thing 
happening with Animal Crossing 
as occurred with 1080° on the 
N64. / 080° was launched down 
under over half a year before the 
UK version and many PAL gamers 
simply bought the Australian 


version instead of waiting. 

MH: The question we have to 
ask ourselves is can we make a 
profit with Animal Crossing. It sells 
very well to the niche, to the 
hardcore gamers, but doesn't 
really sell to the mass market, to 
the casual gamers. 

CUBE: Nintendo is trying to cut 
down on importing and stopping 
retailers importing goods, but not 
bringing out Animal Crossing 
when it's coming out in another 
pal territory actually encourages 
importing. 

MH: To a very small audience. 

I'm more concerned when a big 
UK retailer is buying Pok£mon in 
America and selling it over here. 
Selling a Japanese style game, 
especially Animal Crossing, 
doesn't really hurt us in a big way. 

I feel very sorry for everybody 
who wants to play the game and 
we cannot deliver it I feel really 
sorry for European consumers. 
Although I think we've made great 
progress on the European 
situation in general, you see that 
many products came before the 
American release - Wario Ware, 
Wario World, the GameBoy player. 
We have changed our localisation 
team dramatically. Currently we 
are translating directly from 
Japanese into the different 
territories which gives us a huge 
advantage. 

CUBE: Capcom and SEGA are 
making online titles for the 
GameCube. Do Nintendo have any 
first party online titles in 
development? 

MH: We've currently no 
announcements about any other 
online gaming titles. I'm always a 
little bit concerned when there is a 
perception that Nintendo is not 
interested in online at all. I think 
that's not true, when you go back 
to the Super Nintendo we made 
the first steps into the online 
world. At the end of the day 
online gaming is a huge business 
and you have to do it very, very 
carefully. There are lot of hurdles 
to take before going out to the 
mass market We have to provide 
the right content at the right time 
with the right technology. I read 
an interview with Miyamoto and 
he said of course online gaming is 
highly interesting, we're not saying 
it's not interesting otherwise we 
wouldn't have prepared the 
GameCube for a broadband 
adapter and modem. 

CUBE: For the life of the 
GameCube then, and in the 
foreseeable future, are Nintendo 
happy to let third parties make 
online games but not participate 
themselves? 

MH: I think it's not our emphasis 
at the moment and it won't be the 
emphasis for the GameCube. 


JUST AS 


EXCITING” 


© WaveBirds and 
four-player 
Mario Kart link¬ 
up matches. 
Come November 
time that's all 
we expect to 
be doing. 


mm mm 


Further first party highlights and other must- 
have games included Pikmin 2 which, with 
challenge level demos on display, plays 
considerably more frantically than its predecessor. 
There was also a playable first level demo of the 
Silicon Knights/ Konami/Nintendo collaboration 
Metal Gear Solid: Twin Snakes which, taking the 
repertoire of moves from the second game and 
the locations from the first, is undoubtedly shaping 
up as be the definitive iteration of Hideo Kojima's 
stealth-'em-up. 

Pacman was also being showcased and actually 
proved something of a surprise. Although a lot 
more fun than you might think - especially with 
four players - only the most hardcore gamers are 
likely to show much interest when it launches as 
you need not only a GBA but also three other pads 
to get the most from it. 

Taking a look at third party games, EA, SEGA 


and Ubi Soft had the most promising line-ups. 
SSX 3 could well outdo 1080° Avalanche, Medal 
Of Honour: Rising Sun is an action-packed take 
on atmospheric and historic guerrilla warfare and 
the Bond caper Everything Or Nothing similarly 
shows much potential. SEGA's Billy Hatcher 
continues to impress, especially with its mini 
games, as does the brilliantly fluid and playable 
Sonic Heroes. As for Ubi Soft, Prince Of Persia 
looks genuinely excellent, Beyond Good & Evil 
impresses with its stylised characterisation and 
melding of gameplay styles while first person 
shooter XIII scooped the press award as the 
overall game of the show. 

In all ECTS proved not only the strength of 
Nintendo's first party line-up but also, as is 
becoming increasingly common with GameCube 
software, that other developers' offerings 
are as just as exciting. Roll on Christmas... I 


Tethering 
playable GBA 
SP's to attractive 
looking pit girls. 
Oh how cunning 
Nintendo how 
very arch of you. 
Good work. 
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EARLIER THIS MONTH Nintendo told us 

exactly how Local Area Network (LAN) gaming 
works with Mario Kart (for details see the Marco 
Hein interview on page 13). However Double 
Dash!! isn't the only title with which you can hook 
up multiple screens and play simultaneously with 
your mates. Joining Kirby's Air Ride, Crash Nitro 
Kart, Custom Robo and Phantasy Star Online III in 
LAN link-up is both the NST-developed 
snowboarding game 1080° Avalanche and the 
Namco-crafted Star Fox 2\ It also seems likely that 
Star Fox 2 will be LAN enabled in its 
co-operative story mode. 


CUBE 


The world's first videogame-only 
auction site has just a launched. 
Promising significantly low prices on 
both new and second hand games. 
URL is www.BidForACame.com 


the ndrc game suction stfc 

BID4 




90 MILLION 


ex-Nintendo first party developer RARE 


“DESIGNERS WORKING ON 
ROLE PLAYING GAMES MUST 
BE BUSIER THAN A ONE 
LEGGED MAN AT AN ARSE 
KICKING CONTEST’ 


“ATI IS 
DEVELOPING 
CUSTOM, 
LEADING-EDGE 
GRAPHICS 
TECHNOLOGIES 
FOR USE IN 
FUTURE XBOX 
PRODUCTS 
AND 
SERVICES” 

An August press release 
from ATI, Nintendo's 
partners and the outfit 
that powers the visuals of 
the CameCube, states 
that they are also working 
with Microsoft. 


GET 

YOURSELF 

CONNECTED 

So you fancy a head to 
head on two separate 
screens? Assuming you 
have access to two TVs, 
here's what you need and 
approximately what if II 
cost you. We've taken 
Mario Kart as the example: 


2 GAMECUBES 
2 MARK) KART: 
DOUBLE DASH!! 

2 BROADBAND 
ADAPTERS 
1 ETHERNET CABLE 
TOTAL COST 


£260 

£80 

£70 

£15 

£4251 


© Link up play could well give 
1080° an edge over SSX 3 


NETWORKED GAMING 
HAS LANDED^^N 


No more peering at 
tiny screens 



9 BEAT IT! 


Nintendo let slip about their brand 
new game product and invite you to 
come on and do the Konga... 


© 


The notoriously 
secretive 

Nintendo is giving 
no hints as to 
exactly what the 
peripeherals wil 
be like, but we 
want one of those 


AS REPORTED LAST month, as well as 

mentioning that Wario Ware and a new Zelda 
game were in development at Nintendo for the 
GameCube, the company's head honcho 
president Saturo Iwata also announced at this 
press conference in Japan that in Spring 2004 
the Osaka-based makers of the GameCube 


would unleash upon an unsuspecting world a 
surprising and unique game product. Well, we 
know what it is. It's a musical instrument. It's 
got a membrane stretched across a hollow 
frame that's played, by striking the skin of the 
membrane - in other words, it's a drum! 

Yep, Nintendo have got together with Namco 
and told them to make a game called Donkey 
Konga, a rhythm title using drum peripherals. 
Apparently Shigeru Miyamoto is a massive fan 
of Sonic Team's maraca based Samba De 
Amigo and as the original designer of Donkey 
Kong he's requested that the next game be a 
crazy-ass, Keith-Moon-a-like fist-pumping, 
thump-fest (Although we're not sure if those 
were the exact words he used - Ed)! 

As ever with Nintendo, exact details of 
pricing, peripherls and the package are yet to 
be confirmed, let alone showcased, although 
we're absolutely loving the sound of gaHgMB 
it already. Expect more info soon. CUBE 





































MUCH OF MIDWAY'S back catalogue 
is a being remade or turning up on retro 
compilations. NARC is no exception. 
Originally an ultra-violent coin-op, this 
GameCube update is being coded by VIS 
Interactive — the developers behind the 
brutal State Of Emergency. Playing as 
cops Max Force and The Hitman (sounds 
like a couple of wrestlers to us), it's your 
job to bring down an international drug 
cartel named KRAK over five locations 
from America to Europe through to Asia, 
taking down aims in a generally bloody 
and kitsch kind of manner. 

Featuring street fighting, peppering 
perps with an Uzi and moral choices 
through freeform gameplay (having 
cuffed the wrongdoers you can if you 
like play bad cop and sell their drugs) 
NARC is also set to include what its 
creators are calling a Pulp Fiction -style 
soundtrack including the likes of The 
Stranglers' Colden Brown and Curtis 
Mayfield's Superfly. 

NARC is due around the middle of 
next year. 




BANG 
THE DRUM 

We suspect that Namco are 
likely to draw inspiration for 
Donkey Kongo from their 
arcade drumming machine 
Takio No Tatsujin. The game, 
which launched in 2002, 
requires players to take up 
the sticks in front of them and 
in time with typically Japanese 
sonics, beat out a rhythm and 
perform a paradiddle. We 
expect Donkey Kongo will be 
possible to play using just a 
pad although you'll be 
wanting that drum thing. 


© 


Namco and 
Nintendo are 
exceptionally close 
working partners 
these days. There's 
Link in Soul 
Calibur 2, Star Fox 
2, Donkey Kongo ... 


IN THE CUBE WTH... 


YOSHIO 

SAKAMOTO 


POSITION: MANAGER RESEARCH AND DEVELOPMENT DEPARTMENT NO 1 



COMPANY: NINTENDO OF JAPAN 



After graduating from the Fine Arts Department of the 
Osaka Univerity of Arts, Yoshio Sakamoto joined 
Nintendo in 1982. Best known as the designer of the 
Metroid series, Sakamoto-san has also worked on the 
GameBoy pocket camera and Worio Ware Inc for the 
GameBoy Advance. 

CUBE: Was it difficult to get the go ahead for Wario 
Ware as it's quite an unusual game for Nintendo? 

YS: Everyone involved in the project made a proposal 
and Nintendo kindly agreed. I think that nothing is 
impossible at Nintendo right now! 

CUBE: Is the GameCube version of Wario Ware an 
un-enhanced conversion or is it an update featuring 
new games? 

YS: Actually the GameCube version includes 
completely independent games from the original GBA 
version. Having said that however, there are a great 
number of party or mini-games that are similar to the 
ones found on the GBA version plus we are making 
additional games that were never found on the original. 
What's so different is the kind of game design of how 
we want people to play with the GC version. The most 
noticeable difference in the GameCube version is that 
we are highly featuring the multiplayer modes so it's 
going to be more of a party game. 

CUBE: Will there be any features such as GBA 
connectivity or LAN link-up included in the GameCube 
version of Wario Ware ? 

YS: First of all we have not implemented any LAN 
capabilities into the GC version. As for connectivity, we 
were considering it so that a GBA can become a 
controller but at this very late stage we have not decided 


yet whether to implement that connectivity feature. After 
all, seeing as it's going to be a great party game, if each 
of the four players needs a GBA, it can hinder the game’s 
ability to let as many players as possible play. 

CUBE: Both Sony and Microsoft are heavily promoting 
online gaming as a major feature of their machines. Does 
Nintendo have any intention of competing in this online 
arena in this generation of console or the next? 

YS: Well I actually kind of refrain from representing 
Nintendo when it comes to that kind of question, so, 
allow me to answer to you as an individual. My personal 
perspective about online is there's no decent 
infrastructure right now. So its now a very small market 
and I really don't feel inclined to put much of my energy 
and time in order to make games which can be played 
by a very small amount of people around the world. I 
really don't think this is the right time for us to put so 
much energy and resources into online gaming. But the 
future is unknown. As a matter of fact there is a 
possibility that online gaming will become the 
meaningful way for games to expand into the future, and 
I can see there should be the possibility of exploring new 
ways of playing and entertaining by taking advantage of 
the new online technology. 

CUBE: Finally, what are some of your favourite games 
of all time? 

YS: The game that has given me the biggest influence 
in my own direction of making games is Super Mario 
Bros, created by none other than Shigeru Miyamoto of 
Nintendo. The game that I personally like most is a game 
that was introduced only in Japan so you may not know 
the translation it's a game called Mysterious Dungeon 
by Chunsoft 


“NOTHING IS IMPOSSIBLE AT 
NINTENDO RIGHT NOW” 



























































liAJ V* 

ATJJMHEGIAIi^^a 




fcfibs 

B %- 


Billy Hatcher is also set to include 
downloadable games accessible via your 
GameBoy Advance. Currently confirmed as 
accessible through a GBA link cable is 
NiCHTS Into Dreams, Chu Chu Rocket, Puyo 
Pop and two handheld variations of the Billy 
Hatcher game itself. 

Billy Hatcher is being developed by Yuji 
Naka, the man behoind Sonic The Hedgehog 
and Samba De Amigo and wil be out over here 
by November. We'll have a massive 
In-Depth on this game next issue. 


CUBE 


Copies of Tales Of 


Adding to the list of Hollywood actors that voice its 
in-game characters, Activision has just announced 
that playing sonic accompaniment to True Crime's 
Los Angeles are rappers Ice Cube, N.E.R.D. and the 
Doggfather of hip hop, Snoop Dogg 


THE SIMPSONS HIT AND RUN 




Plus a DUE OUT IN the UK in November, The Simpson 

Hit & Run features loads of characters from the 
season show all voiced by their real-life actors and a 

th hn Y wealth of unlockable extras from all fourteen 

111 ICtl UUA seasons of the show. Gameplay-wise, Hit & Run is | 

Set a nd a a 8 enuine, y f unn Y ar| d entertaining mix of Crazy 

, 7dx/-inspired driving, mixed with Grand Theft 

DVD HOme Ai/to-style roaming of the streets and buildings of 
rinpmp Springfield. To win The Simpsons Hit & Run for 

Cinema Ninten-d'oh! GameCube as well as a season three 

SVSte IT) ^ boxset and DVD surround sound system to play it 

' ’ on, simply answer the following question then 

send your entries to the usual address, marking 
your envelope "Hit & Run Compo": 

What was the name of the car Homer 
designed for Powel Motors? 

SIMPSON S SEASON 3 DVD COLLECTION IS OUT TO BUY ON 6TH OCTOBER FROM 20TH CENTURY FOX HOME ENTERTAINMENT 






Mini-games 

and 

multiplayer 

revealed 


Download¬ 
able mini¬ 
games, manic 
action and a 
seemingly 
excellent one 
player romp 
- Billy has 
got the lot. 


SEGA HAS GIVEN us an exclusive look at the 
multiplayer modes available in its upcoming 
platformer Billy Hatcher, which are effectively 
death match scenarios with eggs as your 
weapons. There are three styles of game 
mode available with a total of eight distinct 
scenarios, many of which need to be unlocked 
in the main game. Time Mode sees you 
defeating as many fellow players as possible 
by trampling over them with eggs and by 
launching creatures you hatch from eggs as 
weapons. Survival is a fight until your stock 


runs out and Hatch Mode see you trying to 
swell and release as many eggs as possible 
within a time limit. 

As an indicator of how Billy Hatcher is 
shaping up, these multiplayer modes, often 
tacked onto a game as an afterthought, are 
excellent. They're tactical - pick your ovoid 
wisely as they all contain different items, and 
they're scurrilous - steal other players' items 
and cackle hysterically as you swipe from 
under their nose an egg they were just about 
to hatch and flatten them with it! 
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“OUR MAIN 
INTERESTS AT 
THE MOMENT 


UE IN MAKING 
A GAMECUBE 
VERSION OF 
THE POKEMON 
RPG” 

The father of RjkGmon, Mr 
tshihara, on the next step 




PAPER MARIO 


Overlooked 
N64 classic 
comes to 
the GC 


Earlier last month Perrin Kaplan, vice 
president of marketing at Nintendo of 
America, when giving birth to her baby 
daughter played Donkey Kong Country on her 
GBA as a distraction during labour! 


£1 BILLION 


NINTENDO OF EUROPE has confirmed yet another 
addition to its growing roster of games which are 
updates from its previous consoles. Originally 
launched on the N64, it is as yet unclear whether 
the recently announced Paper Mario for the 
GameCube will be a remake of the original or an 
entirely new game. Although, as the game is due 
for a British launch in the first half of next year, our 
money is on it being a mixture of old and new. 

Due to its late arrival many gamers simply 
overlooked what initially seemed like a childish 
and cutesy platformer/RPG albeit with an 
interesting mix of 2D and 3D visuals, so it comes 
as a welcome piece of news to find ■■■■ 
that its making its way to GameCube. 


i 




You My trade your POKeHON here 
eith a friend.* 


POSITION: PRESIDENT 
COMPANY: POKEMON COMPANY 


IN THE CUBE WITH... 




TSUNEKAZU 

ISHIHARA 


MR ISHIHARA HAS been responsible for all 
Pokemon -related products including video 
games, TV cartoon shows, movies and 
merchandising products. In April 1998, he 
established Pokemon Centre Co Ltd and 
became President. 


CUBE: Are you surprised at how the 
popularity of Pokemon just keeps going? 

Tl: It's a mixture of emotions between 
surprise and, well, maybe I should take it for 
granted. 


CUBE: The Game Boy Pokemon RPGs are 
the most popular of all the Pokemon games. 
Why has there never been an N64 or 
GameCube version? 

Tl: For one thing, the Pokemon games were 
supposed to be 'pocket games,' and you could 
play the game anywhere you liked. To maximise 
the nature of the game we have chosen what 
we think is the best games system. To bring it 
to the home consoles we would need to 
modify some of the game elements. As a 
matter of fact, our main interests at the 
moment lie in making a GameCube version of 
the Pokemon RPG. When I talk about this new 
kind of possibility, we are thinking in terms of 
connectivity between GameCube and GBA. 


CUBE: Can you tell us a bit about 
Colosseum? What are the main differences 
between this and something like Stadium? 

Tl: The main difference is that with Stadium 
you have to play the GBA software to maximise 
the joy. With Colosseum, even if you've never 
played Ruby or Sapphire, you will still have 
plenty of fun. 


CUBE: The Pokemon characters featured 
significantly in Smash Bros. Will they ever turn 
up in other games, such as Mario Kart? 

Tl: We don't tend to give away the franchise, 
and Smash Bros is an exceptional case. 


CUBE: What's next for Pokemon ? Is there 
life after Pok&monl 

Tl: I think in terms of Pokemon all the time, 
and they can appear in any type of game as far 
as I'm concerned. My priority is to come up with 
a new structure and new gameplay. Pokemon 
Channel for example is a unique and 
unprecedented type of gameplay. It may be 
interesting to introduce some of the Pokemon 
to Mario Kart - it wouldn't be difficult I'm sure, 
but I'm more interested in coming up with new 
styles of gameplay. 


CUBE: With current technology you can 
make the characters look as good, if not better, 
than they appear in the cartoons. In the future do 
you think you'll make them look even better, or 
will you want to keep them as they are? 

Tl: I believe that the dot matrix pictures are 
really important as they can stimulate the 
imagination of the gamers, and sometimes 
they can stimulate the creativity of the 
game creator. I'm not rejecting the 
hyper-realistic visuals that are now 
available though. 


CUBE: What games have you 
particularly enjoyed over the years? 
Tl: Of course I have some 
favourites - one of the best is 
Marble Madness, and another is 
Animal Crossing. 


Fear not Pok6- 
fans — 
Nintendo is 
already in the 
planning 
stages for a 
GameCube 
Pokemon RPG 
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Typical racing games give you 100% tunnel vision... 8% is enough. 

8% of World Racing consists of challenging tunnel rides that offer the same cruising radius as conventional tube engine based racing games. The remaining 92% gives you 
the drive of your life right across the Earths continents. You decide when and where you leave the road to take a daredevil shortcut, because with the 3D- Landscape- 
Engine you can theoretically reach every location in the game. 


► Enjoy 117 different tracks throughout 7 huge, fully accessible, 3D environments (Nevada, Japan, Mexico, Australia, the Alps, the City and the Test Centre) each at up to 
6 km 2 ! * Test your skills in the w ide variety of the 48 missions and racing in single player and multiplayer modes! Experience more than 100 original Mercedes-Benz 

cars including A to S classes, racing, vintage and prototype models! Discover the characteristics of each 

car. defined by 150 original data parameters supplied by Mercedes-Benz! ► Choose a character to both 
store your profile and follow' your progress through the championship! ► Challenge your friends in the split 
. screen multi-player mode! ► Adjust the handling of each car from arcade to simulation to test your skills! 




PlayStation.2 
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&TDK 


BLAUPUNKT ® CASIO Mobil fl 


O YAMAHA 


www.tdk-intdiACtiv9.com 


NINTMDO GAMICUX IS A TMOtMAM Of NiNTfMOO • PlayStation and PtoyStioon Up* Ira mfllorad tndamaitt at Softy Co* 
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GHmECUBE nEUJE 


The latest 
from the 
spiky blue 
wonder 
and his 
mates 



By pressing X 
or Y you can 
flip between 
characters to 
best use their 
strengths and 
abilities 


© Below is the 
very first boss 


you'll meet in 
Sonic Heroes. 
As you'd 
expect, it's not 
that difficult 


SONIC ADVENTURE DX just didn't cut the 

mustard. Sonic Adventure 2 was decent but it 
wasn't quite right either. What both these 
games lacked was enough of that fluid, zippy 
playability so characteristic of the classic 
Sonic games. 

Sonic Heroes, following a hands-on 
demonstration granted by SEGA, seems like 
just what we've wanted from a Sonic game 
since they've been developing for Nintendo, 
only it's got an unusual twist to the gameplay. 

The Sonic titles of late have split up the 
different attributes of playable characters across 
individually tailored levels but Sonic Heroes 
sees all three team members on screen at 
once with two of them following the lead 
character who's under your control. Playing as 


the team of Sonic, Knuckles and Tails for 
instance (there are three other trios to choose 
from), Sonic is obviously the fast one, Knuckles 
is powerful, able to destroy objects and by 
linking hands with the others he can float and 
ride on wind currents, while Tails can hover 
and fly for a limited time with the other two 
clinging to his legs. By swapping the lead 
character with a simple button press, levels can 
be tackled in multiple ways and the flow of 
movement (so important in a Sonic game) 
through locations feels seamless and more 
varied than previously. 

So far we've played only a few tantalising 
levels of Sonic Heroes, but it's shaping up 
promisingly. In fact it could be the 
best 3D Sonic game yet. 



Some 
obstacles 
need to flown 
over which 
requires this 
formation 


Having to 
control three 
characters 
keeps level 
design nippy 
and open 



OFFICE 

MOMENTS 


This wenth CUBE took 
the Nintendo ECTS bus 
by sterw with Miles 
challenging all cowers 
te a Marie Kart: 

Double Dash f! big 
screen showdown... 




■; 

/ got gasoline H 

my bloodstream. Come feel the 
m!' iV ^ urn ' 

Mil 

■j.lilH 



I Ike man, tke legend, live and direct, comin ' atcka in full effect! 
































IN THE 
CUBE WITH 




Toshihiro Nagoshi 


0 Essential stats! 
Notice how it 
doesn't include 
his address or 
mobile number, 
no stalking 
sessions for us 
then... 


TOSHIHIRO 

NAGOSHI 


POSITION: PRODUCER F-ZERO GX 
COMPANY: AMUSEMENT VISION 


This man has a 
pretty impressive 
back catalogue. 
Pretty much all of 
his games have 
been CUBE 
team favourites 
don't you know 


Toshihiro Nagoshi 


Title President X 

Birthday June 15, 1965 
Sign Gemini \ 

Joined SEGA 1989 \ 

Years experience 13 \ 

Top games: \ 

• Super Monkey Ball v \ 

• Virtua Striker * series 

• Daytona USA" series 

• Spike Out" series 

Favorite game Super Mario Brothers ', OutRun• (arcade) 
t Favorite genre to play Action and driving 
\ Favorite genre to develop Action 
\ Favorite project Daytona USA * 

\ Person admired most Shigeru Miyamoto 
\ Hobbies Watching movies 


recently had the chance to sit down with the man 
behind Daytona. Virtua Striker, Super Monkey Ball and 
more recently F-Zero GX, to chat about Nintendo, F-Zero and 
the future. 


=: With the power of the GameCube allowing for 
some wonderfully complex tracks, how much further can 
course design be taken before imagination and innovation 
give way to sheer confusion? 

TN: To tell you the truth, during the programming 
processes we did not have time to develop some of the 
courses I really wanted to implement in the game. I’m not 
really sure if there will be the next challenge of the F-Zero 
for me. I would definitely be interested in challenging that 
aspect In other words there is course designing that I 
wanted but could not incorporate into the existing F-Zero 
game. So I believe in that sense, yes, there will be further 
advancements when it comes to die course designing. 

CUBE: How do you perceive the future of F-Zero as a 
series? Does it worry you that even accomplished titles like 
Quantum Redshift and the Extreme G games have been 
underperforming - a bad sign for the futuristic racing genre? 
TN: Ah, this is my own personal feeling but the reason 
why other racing games are not selling well is perhaps 
because the designing and programming of the completion 
level is not satisfactory. And also when we are talking about 
futuristic racing games, people are looking forward to the 
futuristic design but more importantly people are looking 
forward to the utter fantasy. I don't think many of the other 
games actually presented these things, which is why some 
of the other games are not selling as they were expected to 
be. One of the biggest reasons why the people are not 
willing to buy the other futuristic racing games is simply 
because they have been patiently waiting the arrival of F- 
Zero ;o) 

CUBE: The amusement vision team is obviously very 
talented and F-Zero is the most graphically impressive game 
on the GameCube. Nintendo must be very happy with your 
team. Would you consider working on this sort of 
collaboration again? 

TN: First of alt I'm really hopeful that we can collaborate 
with Nintendo for some other titles. This is once again my 
own personal opinion and I'm not really sure if something is 
feasible, but what I would like to do is listen to the ideas 
from the outside of the company. Hopefully I can receive the 
public opinion as to what kind of collaboration between 
Nintendo and Sega people are really looking forward to. The 
collaboration between Sega and Nintendo went really, really 
well. We can keep that kind of good, co-operative 
relationship between the two companies. That's all I can tell 
you right now. 


QB 


=: With the internal restructuring of SEGA's in-house 
teams, will your new team have a different focus or will they 
still be developing for Game Cube/next gen? 

TN: Well, as a matter of fact whenever one console is 
finished the next one is already under development and as a 
creator I am curious to know more about what kind of next 
generation consoles are under development that's for sure. 
When it comes to SEGA's in-house restructuring, one thing I 
can say clearly is that from now on, after the restructuring. 

I'm really sure that each title we are working on is going to 
be even deeper in content 


CUBE: Can you tell us anything about the AX link-up 
in Europe? 

TN: As a matter of fact yes, we are planning to launch 
F-Zero AX. In other words the arcade version is in Europe 
too, but unfortunately we really don't think that we can 
release as many machines as we have done in the United 
States, so it may be somewhat difficult for you to find a 
machine to link to. Therefore, it may be very difficult for you 
to realise the link system between GX and AX in Europe. 

At this point in time, what I can say is I'm really sorry 
for the European consumers who may have been looking 
forward to the link system between the arcade version 
and the home console version and may not have access 
to the arcade game. If there is anything that I can do to 
appease you, well, I might be willing to come to the UK to 
meet people and autograph anything you have. 

CUBE: F-Zero GX gets extremely difficult, especially in 
the last levels. Does it please you to torture players? 

TN: Well, actually, even with the Story mode I did not 
intend at all to torture players and my assumption in 
designing the difficulty level of this game was that you 
keep playing the game until you can finally make it You 
need patience to repeat playing it So that was my 
understanding and that was my assumption in coming up 
with the difficulty level of these game modes, and if you 
feel that you've been tortured I'm really, really sorry. I 
would like to apologise to you ;o) 

CUBE: The multi-player mode is fantastic, especially 
the 4P. How much time did you spend to make it run 
so smoothly? 

TN: Enormous time has actually been spent coming up 
with this multi-player mode. Think of a number of 
buildings for example in the background scenery and they 
are different in each mode and we really had to come up 
with minor modifications in each sequence. Actually they 
are all hand-written and that is the reason why it has 
taken such a long time for us to complete these different 
scenarios depending on how many people are playing the 
game at once. 


Nagoshi-sa is 
\Sy quite proud of 
tne Story mode, 
and so he 
should be. He's 
not too sure 
whether we'll 
like it though 



pushing the 
GameCube to its 
absolute 
technical limits 


© 


This little deal 
has set up SEGA 
and Nintendo for 
some interesting 
future 

collaborations 



CUBE: The game features a lot of impressive 
FMV sequences. Why did you decide to include them 
in the game? 

TN: You know that I was a big fan of F-Zero (SNES and 
N64). I was a big fan of these games but I felt that they 
were lacking something. I adored designing and I adored 
the atmosphere that was developed in the past F-Zero 
games but something was not satisfactory and that was 
the storytelling behind those scenes. There was no 
background story, and I felt sometimes that if I could work 
on F-Zero in the future, I would really want to implement 
some new modes so that we can talk about the 
background story of the older F-Zero characters. 


CUBE: F-Zero is perfect for networking. Didn't you think 
to indude this option during the development of the game? 
TN: Well actually we didn't seriously review the option 
but we talked about that kind of possibility and in the end 
I concluded that there were a lot more things that I really 
wanted to accomplish with the game. Even without the 
networking capability F-Zero GX would turn out to be a 
really fantastic racing game. That is the reason why I did 
not go for that kind of option but in the 
future if I was going to work on the 
network capability by making use of 
the F-Zero proprietary then the 
randomly generating course system 
may be a really interesting idea 
to incorporate. 

CUBE: F-Zero features 
absolutely gorgeous graphics. Have 
you reached the technical limit of 
the GameCube? 

TN: Well, I should tell you that we 
have reached the limit of the 
GameCube functionality. Maybe 
should tell you there is something 
remaining but I think we can be 
proud of ourselves that we 
have, all of us, come to the 
utmost maximum level of 
the GameCube capacity in 
terms of its 
standard 
functionality. 


CUBE 


















UK RELEASE UST 




CUBE'S at-a-glance guide to the most interesting blips on 

the gaming radar 



GAME 

GENRE 

PUBLISHER 

RELEASE DATE 

ANTICIPATION 

The Italian Job 

Racing 

Eidos 

September 12 

★ ★★ 

| Soul Calibur II 

Beat-'em-up 

Nintendo 

September 26 

kkkkk 

P.N.03 

Shoot-em-up 

Capcom 

August 29 

kkkk 

Viewtiful Joe 

Beat-em-up 

Capcom 

October 31 

kkkkk 

F-Zero GX 

Racing 

Nintendo 

October 31 

kkkkk 


Worms 3D 

Harry Potter Quidditch World Cup 
True Crime: Streets Of LA. 

mm bee 


dron ill 


XIII 


Mario Kart 


Hawks Underground 




1080° Avalanche 


Mario Party 5 

Terminator: Rise Of The Machines 
Starcraft: Ghost 
The Hobbit 
SSX 3 

Nintendo Puzzle Collection 
Kirby's Air Ride 
Star Fox 2 
Paper Mario 


Final Fantasy: CC 


Mario Tennis 


Puzzle 

Sports 

Action Adventure 


Action Adventure 


FPS 


Racing 


Sports 


SEGA 

EA 

Activision 


Activision 


Ubi Soft 


Nintendo 


Activision 


Party 

FPS 

Action Adventure 
Action Adventure 
Sports 

Puzzle 
Racing 
Shooting 
RPG 


Nintendo 


Nintendo 

Atari 

Vivendi 

Vivendi 

EA 


Nintendo 


Nintendo 

Nintendo 

Namco 

Nintendo 

m 


uareSoft 


Nintendo 


October 31 
October 31 
November 07 


November 07 


November 14 


November 14 


xxxxxxxx 


November 28 


December 5 
November 
Q3 2003 
Q3 2003 
Q4 2003 

Q1 2004 
Q1 2004 
Q1 2004 
Q1 2004 


kkkk 

kkk 

Ezzzza 


kkkkk 


kkkkk 


kkkkk 


Billy Hatcher And The Giant Egg 

Platform 

SEGA 

November 21 

kkkkk 

Pikmin 2 

Puzzle Adventure 

Nintendo 

November 28 

kkkkk 


kkkk 
kkk 
*** 
★ ★ 

★★★★ 

kkkk 

★★★★ 

kkkk 

kkkk 


kkkkk 


kkkkk 



IMPORTANT DATES... 


JAP RELEASE DATES 


Harvest Moon 

Natsume 

12 Sept 

Billy Hatcher 

SEGA 

09 Oct 

Made In Wario 

Nintendo 

17 Oct 


US RELEASE DATES 


Rogue Squadron III 

LucasArts 

30 Sept 

Viewtiful Joe 

Capcom 

07 Oct 

XIII 

Ubi Soft 

09 Oct 

Sphinx 

THQ 

11 Oct 


If you can't wait for a PAL release, here are 
some diary dates for all you impatient 
importers out there... 


© Game of the 
show at this 
year's ECTS. 
XIII is 
certainly 
one to tnink 
about 
getting 




DATA BURST 


Half Life 2 will, it 
seems, appear on the 
fabled GameCube 
successor, the ‘'N5*’! 


WORMS 3D 


BILLY HATCHER AND THE GIANT EGG 


KIRBY'S AIRRIDE NINTENDO'S PUZZLE COLLECTION 


STAR FOX 2 


“THIS 
PARTNERSHIP 
WITH MICROSOFT 
ISN’T EXCLUSIVE 
AND WE WILL 
ALSO SEE THIS 
GAME ON THE 
NEXT CONSOLES 
BY SONY AND 
NINTENDO” 

Doug Lombardi, marketing 
director of Hatf Ufe 2 
creators, Valve. 


The 


games that get us threatened with the sack 


£^007 7:52 


IVIEWTIFUL 


For a time we got frustrated with the final levels 
especially on the Adults setting, but after a 
break of a month we went back to them, sailing 
through much of what had made us whimper 
with frustration. It's often like that though 


Strangely overlooked by many gamers, if you 
love your golf sims (or just brilliant multiplayer 
games), buy Tiger Woods. After all, Mario Coif 
isn't out over here until some unspecified time 
next year. 


HATCHER 


For our six page In-Depth next issue we've been 
playing this somthing silly. The muliplayer 
games are especially good in four player and 
the main game is revealing itself to be brilliantly 
playable. Still it is, after all a Sonic Team game 


Value of UK games market 
of 2002 compared with 
other industries 


Music 

£2,015M 


Games 

£1,081M 


Cinema 

£755M 


Video Rental 

£476M 





















































Too late to 
make into 
the news 
but Pikmin 
2 has been 
delayed until 
next year. 
Sob. 


REALITY 


CUBE chomps at the bit 


SEQUELS. IT SEEMS that nearly all the 

best upcoming Nintendo titles are sequels: 
Double Dash!!, Pikmin 2, 1080°, F-Zero CX, 
Mario Coif, Mario Tennis, the next Zelda. .. 
the list goes on and on. The situation is 
strikingly similar with other developers and 
publishers. After all, Prince Of Persia is an 
update, as is Sonic Heroes; Tony Hawk: 
Underground; Metal Gear Solid and 
Resident Evil 4 again, the list far 
outweighs original ideas. Still, sequels sell 
and that's why, rather obviously, games are 
made in the first place - to make a profit. 
Viewtiful Joe sold badly in Japan, Pikmin 
was somewhat overlooked, Eternal 


Darkness sold bugger all and even Super 
Monkey Ball didn't do that well. As a whole, 
gamers' buying habits suggest that we 
prefer a sequel. After all the same genres of 
games as ten years ago - sports, shooters, 
racers, beat-'em-up's - are still popular. 

Whatever you think about sequels, if 
you're going to continue buying games 
you'd better get used to them. As 
Videogaming becomes an ever more 
lucrative an industry, development costs are 
rising and anyone daring to do something 
different or novel takes a massive, 
potentially fatal risk, so the trend will 
innevitably continue. 


OCO<>!<UCOO• ) 
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Nintendo AS THE ONLY truly portable console 

. I I currently available, Nintendo's machine can 

gaming ■ I 1 easily support a clip on LCD screen for 

nn thp OH ■ * a iMl I when you're desperate not be separated 

c M iWJi I from your GameCube - when going on 

holiday instance. This GameCube screen 
from Intec has built in speakers, twin 
headphone jacks and a car adapter and 
can be bought from online retailers 
for about £70 to £100. 



GAMECUBE CHARTS 


WEEK ENDING 29 AUGUST 200: 

A truly bizarre month in the charts. Rogue Leader comes from 
absolutely nowhere to claim the top spot while EA laugh all the way 
to the bank as three of their games appear, unprompted, back in the 
higher echelons of the bestseller list. Still, at least you've all stopped 
buying Wreckless, 'bout bleedin' time in all. 


UK CHART 


IIIIBII II ll■■ll■ 11 II 

CharXTrack 


All information is compiled by ChaitTrack and is the strict copyright of ELSPA (UK) Ltd 


POS 

LAST 

TITLE 

PUBLISHER 

SCORE 

1 

NEW 

STAR WARS: ROGUE LEADER 

LUCASART5 

9.1 

2 

1 

SONIC ADVENTURE DX 

SEGA 

6.1 

3 

2 

THE LEGEND OF ZELDA: TWW 

NINTENDO 

9.5 

4 

HBN 

LORO OF THE RINGS: THE TWO TOWERS 

EA 

7.7 

5 

NEW 

FIFA 2003 

EA 

8.2 

6 

MW 

JAMES BOND 007: NIGHTFIRE 

EA 

7.9 

7 

5 

MEDAL OF HONOUR: FRONTUNE 

EA 

8.6 

8 

4 

WWE WRESTIEMANIA X8 


6.7 

9 

NEW 

BURNOUT 2: POINT OF IMPACT 

ACCLAIM 

9.3 

10 

7 

SONIC MEGA COUECTION 

SEGA 

8.0 





JAMES BOND 007: NIGHTFIRE STAR WARS: ROGUE LEADER 


ALUM TO THE PAST 


During this very month back in 1991. Nintendo launched the 
SNES in the United States 


Already out in Japan, when the 
Super Nintendo Entertainment 
System (SNES) launched in the 
states it was accompanied by the 
biggest TV campaign in history, 
and looking back at the actual 
American machine perhaps it 
needed it. Inexplicably altered 
from the compact curves that 
characterised the SNES as us 
Europeans recognise it, American 
gamers who bought Nintendo's 
16-Bit machine were faced with, 
looks-wise, an absolute travesty, 
especially as the pad buttons 
looked and felt like Parma Violet 
sweets. Still even for a machine 


second only in ugliness to Atari's 
toilet shaped Jaguar and disc 
player, gamers couldn't resist and 
the SNES soon outsold SEGA's 
Genesis (MegaDrive) making 
Nintendo number one in America. 
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WORLD OF NINT 


A glance at the globe through 
a cube-shaped lens... 


Agent delight 

(US) 

Set to join Shannon Elizabeth and Hedi Klum in 
EA's upcoming Bond game is pop singer Mya. As 
well as appearing in the game as an agent (you'll 
first meet her by rescuing her from a New 
Orleans Jazz dub), Mya will sing Everything Or 
Nothing's opening theme. 





So... ill... 
must... 
play... 
GameCube! (us> 

In selected hospitals throughout 
America, Nintendo is installing "Fun 
Centres" to make patients' stays 
more enjoyable. These centres 
include TVs, DVD players and of 
course, CameCubes. 


Bargain 
hunt (us) 

Gamers across the pond will from 
the end of September be able to 
buy a GameCube console for only 
$99. At the current conversion rate 
this works out at less than £65! As 
ever Nintendo remain tight-lipped 
over whether a similar price drop is 
to occur over here. Although, if 
you're thinking of buying an 
import machine... 




Metroid takes 
prime spot (scot) 



At this year's International 
Games Festival in Edinburgh, 
Metroid Prime scooped the 
Award for Excellence and 
Innovation, impressing judges 
not only with its sonic and 
graphical wonders, but also 
with the way it took such a 
novel approach to updating a 
two dimensional platformer. 



i 
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Get free stuff for 
buying games (uk> 

Nintendo of Europe is updating its reward system for 
people who buy officially licensed games and 
peripherals. Whereas previously you could exchange 
Stars accumulated from buying Nintendo products for 
pretty pointless wallpaper and screensaver downloads, 
you can now trade them in for t-shirts, gifts and — 
best of all - games. Visit 
www.nintendo-europe.com 
and click on the Stars 
Catalogue to see what you've 
earned from cleaning out you 
bank account buying all 
those Nintendo goodies. 






Viewtiful bonus (uk) 

Anyone pre-ordering the British version of Viewtiful 
Joe this month is entitled to a free playable demo disc 
courtesy of Capcom. The disc should be stocked in most 
major retailers and contains one playable level. 
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Chinese 


whispers (china) 

Despite being a world capital for producers and 
distributors of pirated software and machines, our 
sources in the east are indicating Nintendo is 
planning to crack the Chinese market. As one of the 
most populated 
places on earth, 
launching the 
GameCube in 
China is 
potentially a 
massively 
lucrative way to 
increase 
worldwide 
GameCube sales 
currently around 
the 10 million 
unit mark. 





Harvest 
Moon 
delayed (jap) 


Natsume's farming life sim has 
had its release date put back in 
Japan. The knock on effect of 
this is that the English language 
version, previously due out in 
America at the end of October, 
is now not expected to launch 
until early next year. 
Unsurprisingly the wait for the 
game's European debut will 
also be affected, especially 
considering the number of 
languages into which it has to 
be translated. 


Animal 
magic (aus) 

Just like Britain, Australia is a PAL gaming region, 
meaning whatever is released over there can be 
played on your GameCube over here, and just 
about to launch down under is a PAL version of 
Animal Crossing ! Still, since the Aussie conversion 
is simply the American version, you could just buy 
a back issue of CUBE 20 since we gave away a 
Freeloader that lets you play the US version of 
Animal Crossing on the cover! 







GAMECUBE ^ 
CHARTS 

WEEK ENDING 29 AUGUST ’03 

Despite receiving some lukewarm reviews 
from the Japanese press, Crystal 
Chronicles sold by the bucket-load, along 
with F-Zero CX, naturally! 


JAPANESE CHART 



US CHART 

POS LAST TITLE PUBUSHER 


POS LAST TTTli 


PUBUSHER 


[T 

NEW 

FINAL FANTASY: CC 

NINTENDO 

2 

2 

KIRBY'S AIR RIDE 

NINTENDO 

3 

4 

ANIMAL FOREST E+ 

NINTENDO 

4 

1 

F-ZERO GX 

NINTENDO 

5 

3 

JIKKYOU PP BASEBALL 10 

K0NAMI 

6 

8 

P0KEM0N BOX 

NINTENDO 

7 

5 

P0KEM0N CHANNEL 

NINTENDO 

8 

6 

VIEWT1FUL JOE 

CAPC0M 

9 

NEW 

DRAGON DRIVE MS 

BANDAI 

[io 

7 

QMMNKPHEM 

BANPRESTD 


7 3 WARIO WORLD NINTENDO 


8 5 LORD OF THE RINGS EA 


MADDEN 2004 _ EA 

ENTER THE MATRIX _ ATARI 

ZELDA: WIND WAKER NINTENDO 


1 NEW F-ZERO GX 

2 2_ SOUL CALIBUR1 11 

3 1 MARIO GOLF 


NINTENDO 

NAMCO 

NINTENDO 






































































How long did it take you to come up with 
that one? 

Al: Well, originally it was just going to be 
'Henshin' because a lot of Japanese cartoons 
have things like that, but we thought that 
Western gamers might not get it, so we decided 
to westernise it a bit. 'Henshin-a-go-go Bab/ 
was the obvious answer. 


CUBE: Has Dead Phoenix been canned? 
Al: Dead Phoenix has not been canned, but I 
can't tell you anything more about that at the 
moment 


ATSUSHIINABA 


Joe might 
not have the 
power to 
read minds, 
but Inaba- 
san certainly 
wishes he 
did 


CUBE: Can you shed any light on the 
rumours that Dead Phoenix might be turned into 
a Kid Icarus Nintendo collaboration? 

Al: Haha, I hadn't heard that rumour! That's 
definitely not happening. 


CUBE: Are you pleased with how well Viewtiful 
Joe has done so far? 

Al: The game didn't sell as well as I hoped in 
Japan. Compared to what other GameCube 
games sell I guess it has done okay, but I think 
that it deserved to sell more. I think the game will 
do very well in the US and Europe though as the 
character design and the gameplay is much more 
suited to the West 


CUBE: Can you tell us about what you're 
working on next? 

Al: All I can say is that it's something very cool, 
with super gameplay, super 
graphics and super sound. 

You won't be 
disappointed. 


CUBE: It's a great game but it's a bit hard. Can 
you yourself complete it on Adult? 

Al: You're right, it is very hard. I can complete it 
on Adult, but it would take a while. Don't ask me 
to prove it today though! 


CUBE: Can 
we expect a 
sequel to VP 
Al: I would 
love to do a 
sequel. There 
are already 
many ideas in 
my mind, but 
we'll have to 
wait and see. 


CUBE: Are you happy with the finished game 
and were you able to include everything you 
wanted? 

Al: I'm totally happy with the finished game.. 
120% happy in fact. I was able to put much more 
than I expected into the game. 


CUBE: If we could grant you any Super Power, 
what would it be? 

Al: The power to mind-read, definitely. 


The economic 
situation in 
Japan has 
affected sales 
of Viewtiful Joe, 
but the game 
will fare better 
in the West 


CUBE: After playing VJ, people tend to walk 
around shouting "Henshin-a-go-go Baby!" Well, 
we do anyway. It's like a classic film catchphrase. 


The place: the Net The time: whenever. The mission: 
unfettered GameCube news, reviews, tips and gossip! 


Our brand new site 
features searchable 
news, cheats and 
reviews, opinion polls 
and a completely 
redesigned forum. Log 
on and come spill your 
brain. We'd like that... 


Every day of the week our rabid news 
hound updates the GameCube stories 
that matter. 
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In with a 

Bullit, 

Reflections 

displays its 

French 

Connection 


ALTHOUGH DEVELOPER REFLECTIONS is 

staying exceptionally tight-lipped about the 
exact features of their three-quel to the 
successful Driver series, what we do know is 
that they're trying to make Driver 3 the most 
stylistic, evocative, graphically stunning and 
brilliantly playable game of its genre. It will, 
we're told, be more linear than the likes of 
Grant Theft Auto with events more tied to a 
progressing storyline. In a change for the series, 
gun-play is also catered for. Driving will still 
make up the main bulk of the game though. 

Using a handling system similar to the 
Playstation 2 game Stuntman, Driver 3 's range 
of battered French vans, classic soft tops, 
muscle and super cars should all handle 
excellently, pitching somewhere between the 


realistic ride of a simulation and an arcade tear 
up. Gameplay-wise you're still playing 
undercover cop Tanner and as with Driver 2 
you won't be permanently stuck behind the 
wheel. Stepping out of your ride, you're able to 
explore the near photo-realistic renderings of 
the three main locations of sun-baked Miami, 
the narrow streets of Nice and dusty Istanbul. 
More exact gameplay details are still 
frustratingly difficult to come by, but the most 
striking thing about Driver 3 could be its mix 
of characterisation that blends seamlessly into 
the flow of the game. Many sequences play like 
an extended film chase. 

Driver 3 is out next year and with its massive 
potential we'll certainly be bringing 
you a lot more on it soon... 




Reflections 
is promising 
less 

violence... 
and pigs 
may well fly 


already 

looking 

good 



Read back issues of CUBE without Our sister magazine CUBE Solutions is The CUBE forum is one of the most 
even having to go and buy them! perpetually updating this page just subscribed and lively GC discussion 

We're too good to you.. for you. Yes, YOU! salons in the country. 
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GAMECUBE NEWS 

FINAL 

THOUGHT... 




THERE’S A LOT of talk in the games 

industry at the moment about making 
games more accessible, not just in 
broadening their content to include more 
diverse experiences than driving, shooting 
and masquerading as an elf, but to make 
them easier to play in general. Nintendo's 
President has echoed these thoughts as 
has Miyamoto-san and an increasingly 
significant number of publishers and 
developers from EA to id. Games, it's 
suggested, are often overly complex to 
control or just basically too difficult, which 
dissuades non-gamers from ever picking 
up a pad and simply having a go. 

Nintendo has long thought this way 
and has always tried to make its games 
as accessible as possible. Two of its most 
recent titles, Kirby's Air Ride and Wario 
Ware, have been explicitly designed with 
ease of use in mind. Thing is, Kirby's Air 
Ride got it all wrong. Too great an 
emphasis was placed on accessibility 
which resulted in a simplistic and shallow 
game that simply isn't much fun to play. 
Wario Ware on the other hand, whilst a 
cinch to play, requires skill and is 
tremendously rewarding, often hilariously 
so. The keyword here is 'skill'. That's what 
developers and publishers need to 
remember. Mistaking ease of use for the 
need to make simplistic games so 
shallow that they lack any degree of 
involvement - as with Kirby's Air Ride - 
is the exact opposite of what games 
should be about. Games need to be 
active, exciting, funny, anything but dull 
Here's hoping that in making games more 
accessible, developers and publishers 
look to the Super Monkey Ball ethos — 
simple controls and instant appeal 
without sacrificing 



















































roll out the heavy artillery. 




HDURnCEWRRS 

BLACK HOLE RISING 
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“Portable strategy doesn’t get much better” 

Dames TM 9/10 

“A mind-bogglingly good turn-based strategy game. 
You’d be a fool not to own this'.’ 
DamesMaster 94% 

“Bigger, better, and even more brain-batteringly brilliant” 

NOM 93% 



OUT NOW OUT OCT 3 OUT OCT 24 


3 games to make you think. 


Goid«n SunTM: The lost Age ©200T 2003 Nmlendo/Comelot TM and ® are trademarks of Nintendo. ©2003 Nintendo. Advance Wors 2: Black Hole RisingTM ond ® ore trademarks of Nintendo. ©2002, 2003 Nintendo. 
© 2003 SQUARE ENIX C0. ( LTD. All Rights Reserved. FINAL FANTASY TACTICS is o registered trademark of SQUARE ENIX CO., IT0.AN0 ® ARE TRADEMARKS OF NINTENDO ©2003 NINTENDO. 





















































COINCIDENCE 


FEATURE 





Finding an original game today is 
like trying to arrest Keyser Soze 
- damn near impossible. See if 
these sound familiar... 


t used to be that what Nintendo did one year, 
others would follow the next. For many 
Nintendo have always been the key innovators 
in video games, but is this still true? Looking 
back on the GameCube's software library so far 
and bearing in mind that its 20 years on from 
the launch of the almost antique 8-bit NES, 
improvements in technology have seemingly 
not been accompanied by a comparable leap in 
games and gameplay. Games like the The Wind 
Waker, cosmetically at least, could never have 
been done on previous consoles but the actual 
playability of the game - moving around as Link, using 
items and navigating dungeons - is unchanged from 
the days of Ocarina Of Time on the N64. The same is 
true of Mario Coif, Mario Sunshine, Mario Party.. the 
list goes on and on. 

Perhaps this explains the rise of emulation sites, retro 
gaming and why so many gamers are keen on titles 
from yesteryear. After all, considering what's on offer 
nowadays you might as well just play ageing games as 
the new ones are just like the old ones anyway! 

Cliches are everywhere. We still essentially just turn 
left and right in racing games, collecting 100 tokens in a 
platformer always gets you an extra life and end of level 
baddies still surround themselves with the very objects 
needed to defeat them. 

Over the next few pages CUBE takes a look at the 
most hackneyed aspects of gaming, and the four broad 
genres from which the usual suspects crop up again 
and again. We'll proclaim the guilt of the biggest 
offenders and take a glance at how their failings are 
disguised whilst also saluting the games that have truly 
innovated as opposed to just imitated. 
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lOO TOKENS ALWAYS GETS 
YOU AN EXTRA LIFE” 














FEATURE 



The grand fromage of the cliche world. Designers working on role playing games, 
only to ensure they include the full Monty of RPG cliches, must be busier than a 
one legged man at an arse kicking contest. Here's CUBE’S rogue's 


if 


THE HEROINE IS SO PASSE. 


Females in real life fight in the following way: first they 
pull each other's hair then they fall to the ground 
together and roll over twice. This is fact Yet a lady in 
an RPG has attitude. She is buxom, slim hipped, 
handy with both magic and healing potions and 
invariably falls in love with the lead male character. 

As for this male, the rules dictate that he has 
spiky hair, is unaware that the fate of the 
universe is in his hands and that he will, and 
this is the most important point, at some point 
be seen atop a cliff, wind blowing through his 
hair and sporting a stern look of constipation 
on his face. Sweet. 


FIVE FINGER DISCOUNT 


Since his very first game back in 1984 Link has blithely been 

half inching and robbing from under the nose of every 
villager he meets, as have the characters from every RPG 
since. Don't try this at home or you'll wind up in borstal. Now, 
somebody call the Daily Mail - gaming causes crime! 


■YOU EXPERIENCED? 


Driving all role-playing 
games is the mechanic 
of experience: the longer 
you play the more you 
get to play with, be it 
weapons, characters or 
spells. More inevitable 
than death itself is that 
in any RPG, bigger and 
better weapons are 
always available at the 
next town you visit. 


ROLE PLAYING GAMES 


PLATFORMERS 

As one of the most popular genres of all time (Super Mario Bros 3 alone sold 
fifteen million copies) there are few of us that can be anything other than 
crushingly familiar with the world of floating platforms, jumping on heads and 
finding that right next to an unreachable ledge is (you guessed it), a moveable box. 


LOCATION, 

LOCATION, 

LOCATION 

Under no circumstances whatsoever 
will any platformer made after 1990 
omit to feature an ice level. This is 
the law. For games designers it 
seems that removing an arctic 
themed location is morally on a par 
with eating the sweet baby Jesus - 
not the done thing! 


>97 



CRATE EXPECTATIONS 

Originally placed in games due to their being easy to 
draw, they've been with us ever since. So prevalent is the 
wooden crate that if we see one in real life we can't help 
but jump on top of it and slam downwards expecting to 
find some health or collectable power-up's. We haven't 
found any yet but our search continues. 
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GETTING YOUR LEG OUER 

Despite being able to simultaneously wield multiple 
weapons, call in air strikes from marauding dragons and 
ultimately wield the power of an ancient magic/life 
force/toaster, no matter who you play as, a slightly 
raised wall - a glorified stone step, is always too much 
to climb up. Ludicrous. _ 
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FIRST PERSON SHOOTERS 

It seems the more popular a genre, the more it stays the same. Since the days of Wolfenstein 
there have been approximately three advancements in first person shooters: the head-shot, 
the sniper rifle and er... more guns. Still we love 'em all the same 


GO GO GADGET... ARM! 

Carrying a dozen different weapons, all fully loaded, one of which is a rocket 
launcher weighing a couple of tons, a hero in a first person shooter has an 
unnatural ability to not only juggle these weapons in the blink of an eye, but also 
scamper around completely unhindered by a gun cache lethal enough to maim anyone 
who ever so much as contemplated buying a David Sneddon record. We can only assume 
that weapons in FPSs are secreted somewhere around your character's body. Exactly where 
though, we shudder to think. 

OUER A BARREL AN APPLE A DAY 


O 


Like the cars in the movies that invariably 
blow up mid air or from the impact of 
one single bullet, barrels in shooters are 
always full to brimming with explosives. 
Still it never dissuades enemies from 
huddling around them, which is nice. 


Having been shot to ribbons by a barrage of bullets, 
grenades and other incendiaries your body, should 
you see it, would no doubt bear more than a 
passing resemblance to a dropped kebab. However, 
walking over one solitary medi-kit cures you 
instantly - no injuries, no bleeding, no worries. 



LEVER IT TO ME 

Some of us on the CUBE team have been on 
this earth for over a quarter of century, and never, 
ever, can any of us remember being in the 
presence of a pullable lever. And let's get this get 
this straight: never have we pulled a switch to 
open a previously locked door and found that 
we've 30 seconds to make it over the other side 
before an invisible timer runs out. Not once! 







TETRIS 

YEAR: 1989 
FORMAT: GAME BOY 

Before the Game Boy, videogames were 
seen as mere toys for children with too 
much time on their hands. However, 
Nintendo had the masterstroke idea of 
packing in this quite frankly, utterly 
compelling, unbelievably simple game with 
a videogame system that was both 
portable and cutting edge in its design. 
Overnight Nintendo found themselves 
selling their new system to children and 
adults alike. The addictive Tetris wooed 
people who would not normally take a 
second look at games. Not only did it break 
down age-barriers, but its design appealed 
to both genders. Business men could be 
seen on the London underground playing 
Tetris, kids would turn their contrast right 
up to simulate a blank screen so they could 
sneak their Game Boys into class, and 
mothers neglected screaming babies while 
desperately trying to get to the next level. 
Nintendo had truly brought gaming to 
the masses. 


SUPER MARIO KART 

FORMAT: SNES 

At the time it sounded like a crazy idea, 
and the majority of the gaming public were 
nonplussed more than excited. We won't 
go into details on just what it is that made 
Mario Kart so special, so different to all the 
other racers on the console market - 
perfectly balanced mix of weapons and 
racing tactics, tight, twisty tracks, unrivalled 
handling (Argh, damn it!) - we'll just 
mention the vast amount of substandard 
copies this title spawned. Crash Bandicoot, 
God knows how many Disney-like racers, 
Bomberman, Coeman and any number of 
other characters you could care to mention 
have all hopped into small Karts to try and 
steal the title of 'most playable game ever'. 
Of course, all have failed, sometimes 
miserably which brings us nicely to the 
upcoming GameCube title Mario Kart: 


FEATURE 


Praise be to the combustion engine for it 
inadvertently gave us Mario Kart. In other 
games it's been digitally strapped to all 
manner of boats, bikes, carts, cars, 
trucks... all for our entertainment but 
still, for every Burnout or F-Zero there 
lurks a Big Air Freestyle, Wreckless, or, 
God forbid, a WWE Crush Hour. 


DEJfl UIEW 


When was the last time you were sat in a car and as you reached the apex 
of a hill and the sun glared into view and you experienced a lens flare? 
Never that's when. But still developers lie. Look, there is no mythical 
videogame camera to spill the light and create a flare - we're viewing the 
game through the eyes of a human driver! Like Geri Halliwell when she first 
shed some fat, it looked good the first time round, second time it looked 
nice but now we just wish it'd go away. 


SUPER MARIO BROS. 

YEAR: 1983 
FORMAT: MES 

The granddaddy of videogames. Based on 
the characters from the single screen 
arcade title known as Mario Bros, this 
brought about the idea of progressive 
difficulty, testing your skills soon after 
you'd learnt them whilst increasingly 
getting tougher. The clever 'warp zones' 
that allowed you to skip entire sections of 
the game had also never been done in a 
videogame before. Although 
overshadowed by later platform titles, 
going back to it after all these years proves 
that the concept and execution is still as 
impressive as ever. In fact, we'd go 

I as far as to say that this is the most 
influential game ever. Every game 
you see on the shelves of GAME can 
thank Super Mario Bros for its 
existence in some small way. 


THE MOULD 

Every now and then a game arrives 
on the scene that eschews common 
stereotypes and brings about a 
style or gameplay element of its 
own. Of course, when such games 
become a success then more often 
than not they're copied, making the 
original titles seem just like the 
games that emulate them. 
Nintendo's latest groundbreaking 
title, Mario 128, has purposefully 
not been shown this year for fear 
of other developers stealing it's 
'revolutionary' ideas. In the 
meantime until we witness this 
newness (and other developers 
copy it if it's actually any good) 
here's our run down of some of 
the games both past and present 
that we salute for having the balls 
to do something different. 


RAGING 




















FEATURE 



BUT IT’S ONLY 
WAFER THIN 


LIES, DAMN UES 
AND PR PROMISES 

With often little to distinguish between the 
competing raft of games these days, the patter of 
a public relations representative — the person 
whose job it is to present new games to the media 
— has become ever more inventive/misleading as 
they try to explain away the less diched aspects of 
the game they're promoting. 

CUBE fed an average month's worth of PR talk 
into our very own Enigma Machine (otherwise 
know as "The Bulls**t Detector") and came up with 
the following results. Sadly as we fed in the phrase 
"refreshingly linear" our Enigma machine imploded, 
although it did leave behind its business card. 

THEY SAY: "We won't actually be getting any review 
copies until the game hits the shelves" 


TRANSLATION: "The game is an absolute dog. It's so 
dire that the publishers won't even let us show it 
to you for fear of what you'll say about it. Instead 
we're going to sneak the game into stores and 
hope that people buy the game on the strength of 
the film its been rushed out to coincide with" 

THEY SAY: "It's still early code, the bugs will be sorted" 

TRANSLATION : "The animation is choppier than a flick 
book and collision detection is non-existent, there's 
only two weeks of development time left but it'll 
all be ironed out. Honest" 

THEY SAY: "We can't show you the GameCube 
version today as it's a couple of weeks behind" 

TRANSLATION: "Although we're meant to be bringing 
this title to GameCube we haven't decided for 
certain yet. Porting it over from the PS2 version 
hasn't even started." 


Flat packed spectators and two-dimensional 
trees - both of them are abhorrent blemishes. 
Atmosphere-wise few illusions of immersion are 
more easily shattered than by a wafer thin 
crowd who don't move, are surrounded by 
invisible barriers and can't be run over. Worse 
yet though is hurtling along at breakneck speed, 
pulling face mashing g-forces and accumulating 
tons of weight in momentum only to be stopped 
dead in your tracks by a twig! You know what 
we're on about - ill-formed trees made of 
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SUPER MARIO 64 

YEAR: *1 998 
FORMAT: N64 
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VIEWTIFUL JOE 

FORMAT: GAMECUBE 


Double Dash!! Looking at the new For many, this was the single most 

gameplay ideas contained in this most important game ever released. Could 

anticipated title, it seems that Nintendo will Nintendo pull it off? Taking a beloved 2D 

carry on the Mario Kart tradition to good franchise and translating it into the third 

effect, although as we've found out it's dimension could have gone very wrong, 

getting ever more difficult but the unique blend of exploration, 



platform action, mini-games and the ever 
^ important charm that defines Mario 
was perfectly realised and on its 
* release the world announced 

Mario 64 as 'the greatest 
game ever'. In terms of 
innovation, this was the first 
A console title to genuinely 
create a massive cartoon 
■ playground in which to 
mf play, granting unrivalled 

interaction with the help of 
the then-unique N64 

^ ^ analogue joypad. It still has 

arguably the most intelligent 
v and usable camera system 

ever to grace a 3D platformer. 


n the day* 
,^e aod Double 

, seems '«V , 

Sort>t° ut ' A 


Although there are other life sims such as 
Theme Park, Sim City and so on, they've 
all had a gameplay objective, a purpose for 
playing. Animal Crossing though is utterly 
pointless! You write letters to fictional 
animals, trade fruit and buy furniture. But 
it's wonderful - all you need do is live a 
life that you enjoy. One of the very few 
games that's not been massively 
plagiarised. Maybe it's just too unique to 
become a usual suspect. . 




Capcom are best known for their habit 
of milking such franchises as Street 
Fighter and Resident Evil, but people can 
sometimes forget that the original titles 
from which updates originate were 
themselves something new. Viewtiful Joe 
is a very recent game, and unusually, 
manages to have its very own style. Yes, 
Cel-Shading has become something of a 
standard, and no, scrolling beat 'em ups 
are nothing new. However, including an 
intelligently integrated time control 
system Capcom has managed to breathe 
new life into the genre. Although at first 
glance things may seem very familiar, 
the way in which time must be 
manipulated on the fly to solve puzzles 
as well as help you defeat enemies feels 
very streamlined and intuitive. No doubt 
other games will try to copy this, but 
we're positive that none will come close 
to the stylistic and functional perfection 
Capcom achieved here. 














FOR GAMECUBE 


Take your gaming to new levels of fun and excitement with the ultimate 
cheat cartridge for Nintendo GameCube 1 Even the odds with infinite 
health, ammo and time, and uncover game secrets with ease. Action 
Replay even lets you play import games. Visit Action Replay s ' website, 
www.codejunkies.com, where you will discover even more codes. 

Nothing is impossible with Action Replay! 

• Preloaded with loads of exclusive codes for the latest and 
greatest GameCube games. 

• Totally unauthorized codes and enhancements you won't find 
anywhere else. 

• Easy to update with new codes for new games. 

• Plug and play card - no memory card required for storing 
new codes. 

^ • Unrivalled customer support means new 

codes are usually available from day one of 
a game's release. 


(RMfekkto 


Extra dwracun 


THE POWER • BERT THE GfiMF 


fiR 


REPlflY 


pOWERF 1 


WORLP'* 


Order Onli 

FREE DELIVERY 

ON ALL UK MAINLAND ORDERS 
























• WORKS GREAT WITH. 
PHflNTftSYiSTAB ONLINE 


£ 19.99 


£ 19.99 


£ 19.99 


Using Ultimate Cheats you can activate 
powerful, totally unauthorised cheats so 
you can do things that even the game's 
programmers never anticipated. 


Ultimata Chaatt for utt with Ultimate Cheats lot use with Ultimata Chaati tor uaa with 
Entartha Matnr Metroid Prim*- Tha Ligand of Tha Wmd Wafer 
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CALL THE SALESlHOTLINEl 
OR VISIT^ l 

www.codejunkiesrcom 

U .1 III i ■ I I I I 7 I i 1 Mill. I 1 I 11 


Lines open Monday to Friday 8am-7pm, Saturday 9am-3pm. E-mail: sales@codejunkies.com. 

•Free postage and packing on all items delivered to UK mainland only Please allow 2 to 4 working days for delivery. Other delivery options are available, please call us or check web site for prices. Some products may not yet be available. Please 
call to check availability. We reserve the right to change prices and special offers without prior notification. Prices correct at time of going to press. E&OE Prices include VAT. Codejunkies is a trading name of Date) Ltd. Stafford Road Stone. Staffs. 
ST15 OOG. Datel Ltd has been trading since 1983 Gamecube is a registered trademark of Nintendo Inc. These products are not endorsed, sponsored or approved by Nintendo Actual appearance on some products may vary. 

INTERNATIONAL ORDERS: We ship worldwide • ORDER from www.codejunkies.com or call +44(0)1785 810 826 
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CONFLICT: 

DESERT STORM Ij 

GAME CUBE 


War games 


THE COMPANY LINE 

“THE TOP SQUAD 
COMBAT GAME OF 
2002 IS BACK WITH 
MORE FIREPOWER, 
MOULD-BREAKING Al 
AND LAYER UPON 
LAYER OF POUSH 
AND TECHNOLOGICAL 
ADVANCES” 


CONFLICT DESER 


In behind enemy lines and back to Baghdad... give 'em hell soldier! 


THO PRESS RELEASE 


The original did well so this year 
they're going to milk it 


ON 2 AUGUST 1990 Iraqi military forces 
crossed the border into Kuwait seizing 
the city and forcing the Emir into exile. 
Fast-forward to 16 January 1991 and the 
UN authorise the use of all necessary 
measures to force the Iraqis out of 
Kuwait. This is where you come in... 

Essentially another stab at recreating 
recent history, Conflict Desert Storm 2 is 
an improved re-imagining of the first Gulf 
War game. You still command a band of 
four Special Forces soldiers, you're still in 
Baghdad and one of your SAS grunts still 


speaks like a yokel. However, just as 
obvious as the similarities are the 
differences and improvements. 

Missions for instance are story driven. 
Whereas in the original game each new 
scenario was connected only by the fact 
that you were a group soldiers at a time 
of war, Conflict 2 has a continuous 
narrative thread throughout, made all the 
more realistic and atmospheric by the cut 
scenes that trail and introduce each of 
the game's ten levels. Initially you'll be 
breaking into an enemy stronghold, but 


venture further into the more urban 
locations and you'll be calling in air- 
strikes, sabotaging enemy radar, escaping 
from a prisoner of war camp and 
ultimately blowing up Saddam's 
weapons of mass destruction (if you can 
find them) - the Superguns. 

However, it's the enemy intelligence 
that is Desert Storm 2's biggest 
improvement. Alert to both sight and 
sound, adversaries have an invisible cone 
of hearing and vision projected 
whichever way they're facing. Say for 



















STANDING 

ORDERS 

nwwfrntp oonsia awol 

Whereas previously any mission could be 
completed so long as you had one soldier 
left, this time round, after objectives are met, 
all four of your guys must still have a beating 
pulse. Not only does this mean your group 
tends to be more skilled (continually using 
weapons earns each member experience), 
but it considerably ups the tension level. 
Medi-kits become more sought after and as 
missions progress you're increasingly 
reluctant to bunch your group together in 
case they all get taken out by a rocket or 
grenade and you have to restart. Bare in 
mind though that there's safety in numbers 
and whilst spreading your guys around makes 
them harder to kill all at once, by doing so 
each one is individually more vulnerable. 


At night you can get closer 
without Deing spotted 



DON’T LET THERE BE LIGHT 


ITS SAFER IN THE SHADOWS 


It's hardly a new addition to the roster of immersive video game tricks, but out 
in virtual Baghdad night falls and day breaks. More than just cosmetic, this 
change to the light not only hinders your visibility (unless you're using night 
vision) but also makes you less visible to the enemy. On a similar theme, whilst 
indoors or being tracked by spotlight, shooting out light sources ensures you're 
less likely to be spotted. 


T STORM 



instance you want to go undetected or 
snipe from a distance, you'll need to take 
into account these abilities. Crouching 
makes you less visible, lying flat down 
even more so. More cunningly, if you've 
been spotted and come under heavy fire 
you can simply obscure the enemy's view 
by lobbing smoke grenades in their 
direction. Unable to see your position 
their hail of gunfire will stop, giving you 
just enough time to plan and execute a 
counter attack. Such potential for 
multiple approaches, evident not just 
with weapons but also in location design 
and vehicle use, is undoubtedly the very 
best feature of the sequel. Despite 


appearing very similar to the original, 
such tweaks and additions considerably 
open up the range of gameplay 
possibilities. For instance on the very first 
level where you infiltrate an Iraqi 
stronghold you can either play it sneaky 
and snipe from a distance or you can 
storm the camp, lobbing grenades and 
shooting anything that moves. If that's 
not your style you can even go on the 
rampage in the jeep you arrived in - the 
choice is yours. 

If you're after a multiplayer co¬ 
operative blast then Conflict Desert Storm 
2 could be the GameCube's 
best yet. Review soon. 


"CONFLICT DESERT 
STORM S IS AN IMPROVED 
RE-IMAGINING OF THE 
FIRST GULF WAR GAME" 


CUBE EXPECTATIONS 


BETTER THRII BEFDRE, BUT 5TILL LRCHiriG 

■ An ideal mix of strategy, 
team management and 
gung-ho warmongering. 

E ■■■ MM At first it seems very 
r □ similar to the original but 

[j! ■■■■§ uj ■■■ gj g subtle improvements to 

J ■■ 5 IS! SSS the enemy A! and 

increased pressure to 

O Improved visuals, better explosions kee P Y our men a,ive add a 

O .. u I * I . * ... whole new level of 

Many more vehicles to play about with 4 . ... 

7 r 7 strategy to the way you 

O More intelligent enemies means more tactics p|ay of f ering an altogether 
O Too similar to the original. Feels like a patch M deeper experience. 
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A real cat and carrot situation 


Even close up the new animation 
system looks wicked . 


PUBLISHER: EA SPORTS 
EA CANADA 
CANADA 


PLAYERS: 


PERCETTTREE CDfTlPLETE 
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FIFA 2004 


New teams, more players and a new control 
system - FIFA is back, and this time it's far 
more confusing! 


Have you noticed Juventus' new away 
kit is pink? Ooh, suits you sir! 


EA RELEASE THESE games every year 
with the regularity of a Guinness drinker, 
and the sense of arcade joy for which the 
series became renowned on the PSone 
and SNES has been lost somewhere 
down the line. 

Sure, the graphics are better than any 
other football game out there. The player 
likenesses are spot on and the kits, 
stadiums and animation are a testament 
to the talent at EA Few games will ever 
look as good as the FIFA series, but many 
will play better. 


Last year's edition was decent enough, 
though a lack of real management 
options, unrealistic Al and laboured 
passing made the experience shallow. 
Luckily, things have changed somewhat 
for FIFA 2004 . 

Firstly, the passing system and build-up 
play has certainly evolved into something 
more intuitive. The balance between 
exaggerated animation and gameplay has 
been refined. Now a player doesn't run 
through a ten-minute animation of flicks 
and spins after a simple five-yard pass 
which slowed the flow of play 
considerably. Instead everything is neater, 
tidier and quicker. The result is a game 
that compares favourably to the fast 
arcade kick-a-bouts of old - though 
shooting does still feel hollow. 
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we have to do all the work? 





















Now you 
can star in 
your own 
John Smith's 
advert 'Ave 
it., oh yes! 


Pires gets up 
to a bit of 
touchy feely. 
Now tnat's 
what we call 
off-the-ball! 


Burma 




£A SPORtS 
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Also, the Al has been tuned to make 
forward runs a doddle. The clumsy 
power-bars and arrows of last year's 
game have been dumped in favour of a 
simpler affair. Just tap the shoulder button 
to cycle through your attacking players, to 
select a runner, and then pass. If you 
want to get deeper into the game, EA has 
implemented a dual control method, 
dubbed off-the-ball gameplay, in which 
you control both passer and runner at the 
same time. We found this incredibly 
frustrating, especially against a human 
player. Unless you're David Blaine, this 
will be impossible to use effectively 
without an awful lot of practice. 

So it plays and looks better than last 
year, but what about depth? Though the 
FIFA series has always been about mass 
appeal and arcade bravado - the Sky 
Sports of football - there has always been 
a lack of deeper play outside of the 
multiplayer mode. Well, this year's edition 
is touting Player Manager skills as a key 
requisite to success. A full management 
option will be included to allow you to 
buy and sell players, improve a young 
star's statistics and raise a small club from 
the Second Division to the glory of the 
Premiership. This means more teams and 


players than ever have been included. You 
will now be able to play as QPR and push 
them up the leagues to European glory. 

The preview version we playtested 
didn't have a working management 
mode, but we did get a sneak peak at the 
teams and leagues involved and it's an 
impressive selection with roughly two or 
three divisions in each major country. 
That's 16 leagues, 250 teams and over 
10,000 players. 

A key function of the management 
mode will be the ability to give orders 
while a match is in progress. Using the D- 
pad you'll be able to deliver orders to 
your team. Again, we weren't able to test 
this out, but the prospect is good. 

In fact, the prospect for FIFA 2004 is 
good all over. The graphics and 
atmosphere are about as good as you 
could hope for and the inclusion of a 
proper management mode should ensure 
the disc stays in your GameCube for a 
long time. More importantly though, with 
its simplified controls FIFA 2004 plays 
more like the arcade blasts of old. Let's 
just hope the game doesn't overly rely on 
the new off-the-ball system, as this could 
make a potentially strong game 
a little too innaccessible. 



HE’S ALL ABOUT 
THE TEAM, TREVOR 


Off-the-ball gameplay is EA's latest gimmick 
to try to promote FIFA to new players. We 
are told that this year's development team 
looked to the likes of Ronaldinho and 
Henry to develop this edition's ethic. 

These are players whose teamwork is 
as vital to their club's success as 
individual flair. So, what EA has tried to 
do is allow players to directly control 
players off the ball. Using one analogue 
stick for the passer and the second stick 
for the runner, you can control the full 
flow of the game. 

This sounds better than it actually plays. 
We tried it out and dumped the idea 
quicker than a high maintenance girlfriend. 
For a game as fast as FIFA, such finicky 
controls make life awkward rather than 
fun. The jury stays out for the time being. 


© Can you imagine controlling 
two players at once? 

/ 





© The idea of off-the-ball control is to be able to 
move players into position to receive passes 


“A GAME THAT 
COMPARES FAVOURABLY 
TO THE FAST ARCADE 
KICK-A-BOUTS OF OLD” 


CUBE EXPECTATIONS 

HOIIII UERRneD TO LDUE THE BDtTlB 



O A proper management option 
© Fluid, arcade style passing 
Q Clumsy new off-the-ball controls 
Q Shooting can feel weak 


■ EA has been struggling 
to reinvent FIFA on the 
next-gen consoles. New 
fads and control gimmicks 
outweigh getting the 
basics right, but this year 
things look different 
Passing and moving have 
been refined and promise 
fast arcade playability, 
although the new off-the- 
ball controls could undo 
much of the good work. 
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PIKMIN 2 


Who to pik? 
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t may look 


© similar but 


© The lack of 
a time limit 
the game- doesn't 

play is stop it 

where the being 

changes lie frantic 


FERCEnTRGE CDfTlPLETE 



A BIT OF PREVIOUS 

PIKMIN 

GAMECU8E 

SUPER SMASH 
BROS 

GAME-CUBE 

WAVE RACE: 

BLUE STORM 

GAMECUBE 


THE COMPANY LINE 

“SPEND AS MUCH 
TIME EXPLORING AS 
YOU PLEASE, AS TIME 
IN THIS GAME IS 
LIMITLESS” 

NINTENDO PRESS RELEASE 




Ducks, cans, used contraceptives 
seemingly anything goes 
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New code keeps the 
fans very happy... 

THE QUESTION THAT everyone seems 
to be asking at the moment is: "What 
exactly is happening with Pikmin 2T It's 
a damned good question, because the 
sequel to Miyamoto-san's backyard puz¬ 
zler is due out in a matter of weeks and 
we still haven't seen much of the it at all. 
The recent ECTS build showed a far more 
advanced game with everything seeming¬ 
ly in place, but with so little time to 
launch, it's unusual for Nintendo to not 
have released more info and screenshots. 

This has led to speculation that it will 
slip to next year, but then Miyamoto-san 
has been talking about his ideas for 
Pikmin 3 this month, so that would imply 
that Pikmin 2 is already finished. It all 
became clear then when half way 
through writing this preview Nintendo 
announced a delay to Q2 2004. 

Still, the version we played will more 
than please the fans. Every aspect of the 
original game has been refined: the 
action is now more responsive, faster and 
smoother. On top of that there are the 
new Pikmin breeds, the lack of a time 
limit, the random level generator (really 
excited about that one) and co-op game- 
play. The significant difference with the 
sequel is in the gameplay. All the new 
aspects we've just mentioned completely 
change the way it plays. There's a lot 
more to do. More enemies, more junk to 
dig up and more booby-traps to over¬ 
come. Here at CUBE we're massive 
Pikmin fans and despite early reserva¬ 
tions, our time with the new code has 
convinced us that Pikmin 2 will be every 
bit as tense and exciting as the mmmm* 
original game. 


EXPECTATIONS 


WHEEL5 DF 5TEEL 



Yeah but, surely that defeats the 
object of the game? 


© Pikmin 2 - can't wait to order 
the flower heads to their death 


o All-new Pikmin species 
o Faster and refined 

■ Okay, we admit it - we really want 
M-is now. One question mark still hangs 
in the air though: when is it coming out? 
The official announcement merely states 
a vague Q2 2004. That's a long way off, 
so we'll try and forget it for a while. 
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© The graphics are made up for 
with some pretty effects 


There's too 
many of them! 


Pnoftri 
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LOZ: FOUR SWORDS 


1 PUBLISHER: NINTENDO 
j DEVELOPER: IN-HOUSE 
ORIGIN: JAPAN 

ADVENTURE 

1 PLAYERS: 1-4 


PERCEnTHBE COfTlPLETE 
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mine you git! 


I bagsie the Boomerang 1 
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IfGEND OF ZELDA^^^H 

FOUR SWORDS 


ABIT OF PREVIOUS 

SUPER MARIO 
SUNSHINE 

GAMECUBE 

LUIGIS 
MANSION 

GAMECUBE 

WARIQ WORLD 

GAMECUBE 


THE COMPANY LINE 

“USE STRATEGY TO 
FIND OUT WHERE THE 
OTHER PLAYERS ARE 
HIDING IN THE 
CAVERNS OF THE 
GBA SCREEN” 

NINTENDO PRESS RELEASE 


CUBE TOUCHE 

So if you don't have a GBA you 
can't find them, right? 


The gaming world 
adds four GBAs to its 
Xmas wish-list. Ha, 
dream on! 

AS WITH MUCH of this month's cover¬ 
age, the preview of Four Swords is 
based entirely on a brief go on the ECTS 
version. There have been some negative 
comments about this game in past 
issues due to the game's 'connectivity 
aspect, but the gameplay that drives this 
latest Zelda outing is so strong that you 
need to know about it. 

The general premise of Four Swords is 
that you go through dungeons, villages 
and open ground (all from the classic 
Link To The Past world) with three other 
Links in an attempt to collect as many 
Rupees as possible. While it may be nec¬ 
essary to work together in order to solve 
some puzzles, as soon as the job is done 


you'll be tearing at each other's throats 
again. This basic element makes it amaz¬ 
ing fun to play with three other people. 

Nintendo has expanded further on the 
idea by creating an entire underworld 
for the game that can be played on the 
GBA. If you fall down a hole on the 
GameCube version you'll end up on the 
GBA screen. Herein lies the problem 
though - you have to have a GBA. The 
minimum set-up consists of a 
GameCube, Four Swords, GBA and Link 
Cable. To get the most fun out of it 
you'll also need three other GBAs. So, if 
you do have a GBA and know three 
other people with the good fortune to 
have them also, you're in for one hell of 
an adventure. 

Something else of note is the graphi¬ 
cal style. The standard, almost GBA quali¬ 
ty, graphics have been touched up a 
notch by adding Wind Waker-esque 
explosions and enemies. They do look a 
little out of place at first, but as with 
Wind Waker, you soon get used to it. 


Strangely the game isn't due to hit Japan 
until early next year, and as you well 
know, a lot can change in that time. 

They may even be giving away 

GBAs by then... (Ahem - Ed) CUBE 

CUBE 

EXPECTATIONS 

5 LR 5 HinGLM GOOD, FUrT 



O Multiplayer Zelda! 

Q Must have GBAs to enjoy 


■ In the CUBE office we're really 
looking forward to playing this, but then 
we can get hold of four GBAs whenever 
we need to. As for everyone else, this 
could be a little more difficult If only 
you didn't have to use GBAs... 




CUBE 
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TEENAGE MUTANT NINJA TURTIES 


PUBLISHER KONAMI 


DEVELOPE 


IN-HOUSE 


BEAT-'EM-UP 


I PLAYERS: 


PERCEnTHBE CDITIPLETE 




A BIT OF PREVIOUS 

EVOLUTION 

SKATEBOARDING 

GAMECUBE 

CASTUEVANIA: 

CIRCLE OF THE 


GBA 


did vounnniij... the drigiihrl turtles CDmic wrg relersed in irbh 


Get the 
pizza in! 




Raphael is cool but a lit 
on the crude side 


SHATTERED 

SOLDIER 

PS2 


THE COMPANY LINE 

“THE GAMES WILL 
ALSO FEATURE 
CHARACTER VOICES 
FROM THE NEW 
TEENAGE MUTANT 
NINJA TURTLES 
TV SHOW” 

KONAMI PRESS RELEASE 


Boo! Every 80s kid must stand 
up to the man! 


© 


Michealangelo is a 
party dude, obviously 


Heroes in a half-shell! 

IF THE LIKES of He-Man, Thundercats, 
Transformers, MASK, Defenders 
Of The Earth, and, uh, Jamie And The 
Magic Torch cause your saliva glands to 
start opening then you might be best off 
dragging up a chair before reading the 
following preview. We've only played 
Teenage Mutant Ninja Turtles at a very 
early stage, but the excitement is already 
building. Taking the lead from its arcade 
ancestor, you must select one of the four 
Turtles and take them across six stages of 
thirty-five levels, punching, kicking, 
stabbing, slashing and generally being 
violently obnoxious to a variety of 
enemies, with the odd boss chucked in for 
tradition's sake. 

Although everything is modelled in 
3D, the presentation has a comic-book 
look to it due to the cel-shaded 


TEENAGE MUTANT NIN 
















"VOU NEVER HAVE TIME 





i 

Down in the 

sewers 

violence 

solves 

everything. 

Cowabunga! 


Interactive 
backdrops 
make 
progress a 
bit more 
interesting 


Batman-style 
text will fly 
from the 
screen as 
you CRASH! 
your foes. 


graphics. It's as if the Turtles and their 
enemies have jumped straight off of the 
pages and started brawling on your TV 
screen, and this isn't just the case for 
the protagonists. The locations are 
wonderfully realised and in some cases, 
interactive too. For example, in one 
area you have to keep a constant eye 
on a buzz-saw that arcs from one end 
of the room to the other while 
defeating a seemingly never-ending 
supply of walking bombs. One boss 
you'll come across is resistant to 
standard attacks, but if you clamber up 
a series of metal walkways you'll reach 
a set of explosive barrels which you can 
use to disable him. 

The feel of Teenage Mutant Ninja 
Turtles is very retro despite its next-gen 
technology. Each screen has an 
abundance of adversaries who must be 
exterminated in any way possible. They 
don't take many hits to knock down but 


their sheer numbers ensure that you 
never have time to sit back with a slice 
of pizza and relax. Once you've slapped 
the life out of the required number of 
enemies an icon will flash, allowing you 
to move onto the next screen. Along the 
way you're provided with power ups 
that restore health, extra throwing stars 
so you can take out hostile targets from 
a safe distance and even scrolls which 
teach you new moves. 

Old-fashioned yes but, with the magic 
ingredient of two player co-op action 
(why not four, Konami?) this is a 
reminder why such games were so 
popular way back when. Konami also 
promises a Versus mode where you'll go 
against each other, and probably not 
just as Turtles either. Will you be able to 
unlock Shredder for use in the main 
game? We've only played a couple of 
levels so far, and can't wait for 
a more advanced version. 



JA TURTLES 


TO SIT BACK WITH A SLICE 
OF PIZZA AND RELAX" 



I’U HAW ATPUASt, BOB 

The Teenage Mutant Ninja Turtles were on the TV when we were only nippers, 
so you'll forgive us if we don't quite remember what some of the enemies are all 
about. These white critters that follow you around, making clicking noises and 
then blowing up in your face, for instance. Getting rid of them is easier said than 
done as there are always so many of them around at any one time. In one room 
there's a buzz-saw swinging back and forth and they pour out of the walls at a 
gob-smacking rate, causing am awful lot of grief. Plugging another controller into 
the GameCube helps matters considerably. After all, everybody knows that two 
Turtles are always better than one! 



LEDnRRDD LERDS.OdnRTELL-D DDE5 mRCHiriE5. 

■ Call us old-fashioned, 
but we like nothing more 
than a good old scrolling 
g beat'em up. Disposing of 

■■■■ £ one brainless gimp after 

□ —■ U1 c another is so therapeutic. 

Of course, the added 

of mmmm m hhi » ■■Hi ID ■■■■ Turtles element makes 

the deal even sweeter, 
although looking at those 
ratings, it seems that the 
'older' member of the 
team doesn't agree (Bah 
- Miles). Hmmm... 


o Slap-'em-silly old-skool arcade action 
© Ninjas Turtles are harder than Hero Turtles 
© Annoying catchphrases, cowa-frickin'-bunga 
O Could get repetitive like an anchovy pizza 
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Wakka wakka, waaaou waaou 


STARSKY AND HUTCH 


Drive through 
the boxes and 
wear a cardy... 
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STARSKY AND HUTCH 


PUBLISH EG: EMPIRE INTERACTIVE 


DEUELOPEI 


IN-HOUSE 


DRIVING/SHOOTING 


STRANGELY, THE FIRST thing that 

comes to mind when you see Starsky 
And Hutch is Crazy Taxi. The two games 
may be completely different in their 
presentation and what they do, but the 
pace is very similar. Racing around city 
streets without a thought for anyone 
who might inhabit them whilst 
acquiring a strange tunnel vision as you 
focus on your quarry is the aim of the 
game here. Interestingly, you don't step 
into the characters' shoes when you 
play, instead you go through the levels 
as 'episodes', so in effect you're playing 
as the actors from the TV show. This 


doesn't mean anything when it comes 
down to the game itself, but it's an 
interesting angle. 

Each episode details mission objectives 
for you to complete, usually a primary 
and a couple of secondary ones. These 
secondary missions take many forms, 
asking you to crash through a certain 
amount of cardboard boxes, keep your 
shooting accuracy above 70%, take out 
a specified amount of gas canisters... 
you get the idea. 

The primary missions though will 
always ask you to shoot out a 
speeding car, and this is what Starsky 


And Hutch is all about — driving and 
shooting at the same time. It works 
fine in single player, but if you can 
grab a friend with another pad, one of 
you can drive while the other shoots - 
a nice twist on the co-operative idea. 
With lots of extra stunt modes to 
unlock, new cars to earn and an entire 
city in which to race around this could 
easily scoop up the winter sales. 
However, we do have concerns about 
the lack of variety in the mission goals 
which could become very boring 
indeed. And there should be ■■■■ 
more fruit stalls. I?T=^ 


i 

O 70s retro action is sure to make us bite 
© Not much variation in the missions 


■ With such a cool license and a big 
CTA-esque city to tear around in the 
potential is there for all to see. It's been 
on the PS2 for a while now and seems 
to have that 'Marmite factor' - people 
either love it or hate it. Rose tinted view 
or damn good game? Check back soon. 


OCT 03 TBA | 

A BIT OF PREVIOUS 

BIG MUTHA 
TRUCKERS 

GAMECUBE 

GALACTIC 
CIVILIZATIONS 

PC 

GHOST 
MASTER 

PC 


© Starsky And Clutch ! Mental stunts are I 
reward for your extreme driving skills 


THE COMPANY LINE 

“COMBINING 
DRIVING ACTION AND 
SHOOTING, TWO OF 
THE MOST POPULAR 
PC & CONSOLE 
GAME GENRE’S” 

EMPIRE INTERACTIVE PR RELEASE 

CUBE TOUCHE : 

Well, a platform puzzler wouldn't 
really have worked, would it? 

































DRAGON BAIL Z BUDOKAI 
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DRAGON BALL Z: BUDOKAI 



ATARI 

DEVELOPER: 

DIMPS 

ORIGIN: 

JAPAN 

GENRE: 

FIGHTING 

PLAYERS: 

1-2 


PERCEnTHGE CDmPLETE 



^[] 
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A BIT OF PREVIOUS 




THE COMPANY LINE 

“CLEANER CHARACTER 
GRAPHICS IN 
GAMECUBE VERSION, 
WHICH OFFER MORE 
DETAIL AND LESS 
DISTORTION” 

BAM PRESS RELEASE 


CUBE TOUCHE 

How about some cleaner 
gameplay with that 


Super Saiyan... again 

DRAGON BALL Z fans will be thrilled to 
hear that this beat-'em-up is heading for 
the GameCube. Featuring 23 characters 
with over 60 moves each, it's certainly 
the most complete and faithful Dragon 
Ball license for some time. Although 
there are all the usual multiplayer modes 
and tournaments you expect from a 
game of this genre, the most interesting 
feature is the Story mode. Here you get 
to play out famous scenarios from the TV 
series, taking on selected opponents and 
then viewing the results with cool little 
anime cut-scenes. However, the main 
Tournament mode is much deeper, 
enabling you to upgrade your character 
with new moves and combos. This is all 
handled via the 'Skill Edit' feature which 
will allow you to spend points earned in 
the other game modes on useful power- 
ups such as a larger Ki power bar, self- 
healing abilities and so on. These 
characters can also be stored on memory 
cards so you'll be able to transfer them 
to your friends' houses if you're that way 
inclined. Strangely no GBA connectivity is 
planned though. 

The actual fighting is based on a very 
basic system. You have guard, punch, 
and two attack buttons. The way these 
can be strung together into combos or 
used in combination to perform 
additional moves is very similar to Virtua 
Fighter but not quite as deep. For 
instance, there isn't so much emphasis 
on timing. Flying will also feature in the 
game, but judging from the PS2 release 
this is a tad disappointing as it merely 
consists of the characters floating around 
pulling off exactly the same moves as 
they did on the ground. Who knows 
though, maybe it'll be improved 
for the GC. CUBE 




CL 


=>:<=-=s. 


HUGE HRIR RflD FIREBRL.LS 




o Uses the license effectively 
O Could be very shallow 


■ We like fighting games, we like 
cartoons, so we should like this. The 
main concern is that the fighting engine 
will be too shallow to really get your 
teeth into. There are lots of moves , 
sure, but the combos are very easy to 
do and the characters don't seem to 
differ much from one another. 
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WORMS 30 


DIDyOUHnmi... THE UJDRm5 GRfTlES HRUE SOLD nERRLV EIGHT miLLinn COPIES 


Let battle commence! 


WORMS 3D 


Some of you may remember the Worms games, 
similar to the age old Tanx. Well, they're back and 
this time they're in three dimensions. 


WAY BACK IN 1994 Team 17 
developed an outrageous party game 
that encompassed strategy, fun and a 
whole load of amazing weapons for 
players to kill each other with. Worms 
was an instant success and several 
follow ups have been released, each 
taking the fun a little further and 


improving on the already fantastic 
gameplay. Worms is so popular that 
nearly eight million units have been 
shipped worldwide, so most of you will 
have played at least one of them in the 
past and will probably smile 
remembering how good they were. The 
latest addition to the series attempts to 


make the huge leap into three 
dimensions whilst keeping the same 
addictive style, but how on earth can 
this be possible? 

It seems very strange to be talking 
about Worms in 3D, as part of the fun 
was the fact that the landscapes were 
randomly generated, making the game 
different every time you played. Also 
with the game in simple 2D it was 
relatively easy to learn how to aim your 
weapons and become proficient in 
moving around the screen to get a 
better position or avoid attacks from 


u 




». 4 % , Jl f 


. It 


© Battle in the tool shed with 
grenades, marvellous . 


■ PUBLISHER: SEGA 


DEUELOPE 

ORIGIN: 

GENRE: 


TEAM 17 
UK 

PARTY/SHOOTING 


[ PLAYERS: 

1-4 


| PERCEnTHGE CDmPLETE 

_ 

| 
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OCT 03 

TEA TBA 


A BIT OF PREVIOUS 



,1 V.sV.M II 


PARTY 

GSA 

WORMS BIAS! 

GAMECUBE 


THE COMPANY LINE 


“BRILLIANT GAMEPLAY 
AND A STRONG 
BRAND —WORMS 
30 HAS SEGA W 
WRITTEN ALL OVER IT” 


MATTHEW WOOOIEV. EUROPEAN 
MARKETING DIRECTOR. SEGA EUROPE 


Another victory for the random 
PR buzz quote generator! 





















neighbouring worms. To even think 
about trying to do this in three 
dimensions would give most 
programmers a real headache, but 
somehow Team 17 has managed it. 

The game itself uses exactly the same 
idea as before with each player 
controlling a team of four highly trained 
worms with the idea being to kill off all 
the other teams in as few shots as 
possible. Just as before you can 
individually name all of your worms and 
even decide what kind of tombstone 
will be used should your worm snuff it 
in the heat of battle. There are of course 
just loads of weapons to utilise 
including old favourites like exploding 
sheep, air strikes, and of course 
devastating banana bombs. Every part of 
the action now looks amazing with the 
worms each having a slight personality 
in 3D. The battlefields are still randomly 
generated before each fight meaning it's 
different every time you play. The 
weapons are still fantastic with loads to 
choose from and special weapons drops 


happening as you play where everyone 
must try to manoeuvre around to try to 
to grab the bonuses first. As in the 
previous games the scenery can be 
destroyed so tactics can be employed 
such as shooting the ground out from 
under a worm's feet and then laughing 
as he falls into the sea below. 

Worms 3D is a perfect party game and 
is best when four players are competing 
- the tension and hatred levels are 
incredible as alliances are built and 
destroyed. To add a little extra a number 
of single player challenges and a Training 
mode have also been included so you 
can worm it alone. The challenges are 
tricky, but at least it's a thought for 
players who just don't have any friends 
or want to increase their skills going solo 
against the computer. Worms 3D looks 
brilliant fun and after the shock of the 
added third dimension dies you'll 
discover that this is indeed still the game 
we all know and love! Bring on the final 
version and let the battle 
commence once more! 




The weapons 
drops brine on 
the specials - 
exploding sheep, 
banana bombs 
and the cool Star 
7rek-style 
teleporter. Beam 
me up Wormie 


As before you can 
name your team. 
Half the fun is 
coming up with 
cool names, but 
Mr Segway? No! 
Really some 
people... 
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Worm 1 



Worma 

Worm 3 

Worm S 

WormS 

— 
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Worms 



© There's more scope 
for bombing in 3D 


WORM WILL I BE FAMOUS? 


CElEBRfTY WORMS THROUGH THE AGES 


You wouldn't have thought that there were many famous worms, but in fact several 
have made it big. Of course the predecessor to this game is extremely well known, 
but other worms have also made it into the spotlight including Earthworm Jim — a 
supernatural wriggler who starred in his very own cartoon and several video games. 
Other famous worms include the Loveletter worm computer virus that caused 
global shutdown of email accounts worldwide, Arrogant Worms - a Canadian folk 
band formed in 1996, pianist Marcel Worms, and the C elegans worms that 
managed to survive the Colombia space shuttle disaster. 



© Arrogant Worms they sing 'aboot' 
snow, elks and mounted police 


© Pianist Marcel Worms plays 
classical, blues and jazz - nice 


CUBE EXPECTATIONS 


R lJERM LUELCDIT1E RETURn DF LLORfTI ULTRR— UinLEnCE 

■ It has the same qualities 
as the previous versions 
of the game - it's easy, 
simplisitic and just so 
much fun to play. The 
added dimension does 
make things a little 
confusing to begin with, 

Q Mad party fun for up to four players but with P ractice Y olJ 

JT i . easily get hooked back 

O Loads of really cool weapons to use into «£ a£tjon w% 

© The 3D battlefields are a little tricky to navigate looking like it could be 

© Difficult to play initially, even with training real blast! 
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THE SIMPSONS, WHILE rightly 

applauded for its many achievements in 
other areas of the media is a franchise 
that is rather unfortunately synonymous 
with very mediocre games. The odd 
exception to the rule has been known, 
but by and large, if you fork out your 
dosh for a S/mpsons-branded game 
then prepare for disappointment. Now, 
we wouldn't want to build your hopes 
up too much, but from what we've 
played so far. The Simpsons: Hit & Run 
is a damn good game. The usual stats 
boast of 56 missions to play though, 
seven 'huge' levels, 17 characters to play 
as and a massive array of hidden in¬ 
jokes designed to please fans of the TV 
show. Good stuff, but meaningless if the 
game doesn't play well. 

Playing like a sugary Grand Theft Auto, 
you have to complete various missions 
(either on-foot or using the many 
vehicles that drive around Springfield, 
which you can steal) that vary from the 
simple task of buying ice cream to racing 


other drivers. Doing so not only 
progresses the story, which deals with 
the mystery of hidden cameras being 
spotted by the townsfolk and a common 
sense of unease due to a continued 
feeling of being under the gaze of 'big 
brother', but also unlocks other drivers 
and cars. You will also do well to 
remember that there are hundreds of 
coins dotted around to collect. With 
these you can buy new elements such as 
costumes for your characters to wear. 

Not necessary to progress, but bare in 
mind that this is pure fan-service. What 
Simpsons nut wouldn't want Homer 
running around in his underwear? 

The locations are all well created, 
capturing the bright design of 
Springfield extremely well, and seeing 
such famous locations as the 
Stonecutter's secret tunnel and driving 
past the Springfield Retirement Castle 
will make you smile. Actual Simpsons 
screenwriters are responsible for the 
script too, so you can be sure that it'll 


be top-quality in terms of humour. A 
Christmas release is on the cards, so 
look forward to a full review ■■I 
just before then. 1■ 


UERDETTI IT1EET5 5lfTlP5an 


© Grand Theft Auto: Springfield! 

G Will the franchise's curse strike again? 


■ We've been playing this for a while, 
and it's actually quite impressive. While 
not leading the videogame world in any 
new direction, it's such a pleasure to 
drive around Springfield. The only 
problem we can find so far is that the 
building interiors are tiny. 
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TETRIS 

WORLDS 

GAMECUBE 


Grand Theft Auto, but with yellow characters? Sounds good to us! 


THE COMPANY LINE 

“PICK-UP-AND-PLAY 
GAME CONTROLS ARE 
INVITING FOR NON¬ 
GAMING SIMPSONS 
FANS WHILE 
CHALLENGING THE 
SERIOUS GAMER” 

VIVENDI UNIVERSAL PRESS RELEASE 

CUBE TOUCHE: 

The controls are easy to learn, but 
will also confuse joypad 
maestros? What the... 
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SIMPSONS HIT & RUN 


PUBLISHER: VIVENDI UNIVERSAL 


DEVELOPER: RADICAL ENT. 


. ORIGIN: 


RACING/ADVENTURE 


GENRE: 


PLAYERS: 1-4 


PERCEnTFlGE CDfTlPLETE 


IRE SIMPSONS 
HIT & RUN^H 


Our favourite 
family get violent 

























Reverse Thrust Ptitotfi 


Our heroes face the dreaded 
rasberry jam beast 


Claw blimey. 


CUBE 
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X-MEN LEGENDS 


PUBLISHER: ACTIVISION 
DEUELOPE RAVEN SOFTWARE 


US 

RPG 


PLAYERS: 1-4 



^ II ss= 
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A BIT OF PREVIOUS 



THE COMPANY LINE 

: “DYNAMIC JOINING 
ALLOWS NEW 
PLAYERS TO BECOME 
PART OF 

THE ADVENTURE AT 
ANYTIME DURING 
THE GAME” 

ACTIVISION PRESS RELEASE 
CUBE TOUCHE: 

Player 2, please 
press start 



Punching a man in the back isn't 
exactly heroic, now is it? 


With great power comes 

TRADITIONALLY VIDEO GAME 

interpretations of X-Men have focused 
on high-energy combat and little else. 
Things are a little different this time 
around with Raven Software's recent 
meld into Activision resulting in them 
heading a project that throws the lycra- 
clad heroes into a story-led RPG world. 

Combat will be one of the main 
elements of Legends. You'll control a 
team of X-Men in real-time, performing 
combos that take advantage of their 
special abilities. For instance, 

Nightcrawler's speed and teleporting 
talents make him ideal for stealth 
missions whereas Wolverine's strength is 
best suited to a fighting. Of course, that's 
not to say that these characters will be 
limited to their inherent skills. In true 
RPG style you'll be able to improve their 
stats and hone their proficiency in other 
areas. This will allow players to build 
their ultimate team, be it a well-rounded 
peacekeeping force who can deal with 
any situation, or a band of aggressive 


great responsibility... 

fighters. One thing to keep in mind is 
that not all of the X-Men get along too 
well with each other, although we don't 
know if this will influence a character's 
aptitude on the battlefield yet. 

The other element Raven is shouting 
about is the multiplayer mode. At any 
time a second player will be able to join 
in the fun, giving them control over half 
your team. This doesn't affect the story 
at all, and after Crystal Chronicles, we 
know how well this can work. You will 
also get to go head-to-head with a friend 
if you wish. 

Although the combat is team based 
and will allow you to take control of a 
group of X-Men, the story will 
concentrate on a young girl named 
Magma, a recent recruit of Xavier's army. 
She learns of a plot headed by Magneto 
that could unite all Mutants together, but 
on the flipside, also has the potential to 
annihilate humankind. Of course, it's not 
long before you're dispatched to sort the 
mess out. 


We've been told that playtime will hit 
around 35 hours, but with the 
multiplayer modes, and flexible 
approach to team-building, we're 
expecting X-Men fans to 
double that. CUBE 



PLRV WITH JEHn ERRV 



o Evolve your own pet X-Men 
O Combat could be simplistic 


■ We like our RPCs and we love our 
superheroes. Raven Software has a 
good track record so far, and they 
certainly come across as big X-Men 
fans. It's a long way off yet (winter 
2004) but fans of the comics will 
definitely want to keep an eye on such 
a new take on the franchise. 
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MARIO KART: 



SUPER MARIO SUNSHINE 

■ A fine return for the 
Mario series, but one that 
is essentially Mario 64 II 
as opposed to the true 
sequel that everyone was 
hoping for. 

TOTALQAMES.NET RATING: 90% 



Major 

improvements 
on the final 
straight save 
the day! 


POSSIBLY THE BIGGEST news at this 

year's ECTS in London was that a near- 
complete version of Mario Kart: Double 
Dash!! was available to play. This was 
the first time that Nintendo had shown 
the new, improved version of the game. 
This version is apparently a reflection of 
all the feedback from E3 back in May. 
We had some issues with the earlier 


version, namely the slightly off handling 
and the low speed-factor. You'll be 
pleased to hear then that both of these 
problems have been ironed out, with 
the handling now far more solid and 
the speed almost doubled. The 
graphics too have been polished up 
with textures looking far cleaner and 
vehicle models boasting an all-new 
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DANGER ON 
THE TRACK 


■ Many of the old favourites are back 


along with a host of new ones. Each 


character has a specialist weapon which 


is exclusive to them and it's these that 


will go a long way towards determining 


the outcome of the race. 


■ Double Dosh!! boasts two characters 
per kart, with either one able to assume 
the driver's or attacker s role at the tap of 
a button. Your choice of character will 
depend on your position in the race, and 
on what weapons you hold. 


■ There are far more hazards in Double 
DashU than you would normally expect to 
find in a Mario Kart game. For example, 
this level has Chomp lining the track 
which you can totally knock your 
opponents into. 
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UBLE DASH!! 


sheen. Particle effects such as the 
clouds of dust thrown up in each kart's 
wake are also really nice. The result is 
that the game now looks as good as 
we hoped it would before the first 
screenshots were released. 

For the uninitiated, the new Mario 
Kart requires you to choose two 
characters per vehicle. The choice of 


vehicle determines how your set-up 
handles, while your characters 
determine which weapons you will 
have access to. There are universal 
weapons available to everyone, but 
every character also has their own 
unique armoury as well. For example, 
you may want Donkey Kong on the 
back of the kart when you're leading as 


he can drop giant bananas. If you fall 
behind though, you may want to swap 
characters in order to use a more 
offensive weapon. As far as weapons 
go, here are the ones we've seen so 
far: Spiky Green Shell, Green Shell, 
Giant Green Shell, Red Homing Shell, 
Blue Homing Shell, Clockwork Bomb, 
Chomp, Banana, Giant Banana, 


































SAME OLD, SAME OLD 

HOW ABOUT SOMETHING IMEW? 

In all honesty, much of 
Mario Kart's charm comes 
from the classic tracks, but 
that doesn't mean we'll be 
happy with the same old 
courses, albeit rehashed 
slightly. As it stands 
Nintendo has only shown 
one totally new track in the 
form of Delphino Island, but 
hopefully others will be 
announced soon. Here are 
the tracks shown so far: 

MARIO CIRCUIT 

The classic Mario Kart track. 

A simple tarmac course 
edged with grass and sand 
and patrolled by Chomps. 

ROYAL RACEWAY 

A more technical version of 
the Mario Circuit with jumps 
and the palace in the 
background. 

WARIO STADIUM 

A huge dusty track set 
inside a stadium. Plenty of 
motocross-style jumps 
and turns. 

OK MOUNTAIN 

It's a rumble in the jungle as 
the track winds through 
dense foliage before blasting 
you to the mountain peak. 

TOAD’S TURNPIKE 

Toad isn't actually in the 
game so Nintendo will 
probably rename this track. 
Watch out for the buses! 

FRAPPE SNOWLAND 

A slippery ice-world covered 
with cracked ice and ice 
blocks. Keep your cool and 
you'll be fine. 

KALAMARI DESERT 

One of the more boring 
courses from Mario Kart 64 
returns with pyramids. Those 
cacti are going to hurt. 

DELPHINO ISLAND 

Taken straight from Super 
Mario Sunshine, this is the 
only completely new setting 
revealed so far. 
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With Delphino 
Island cleaned, 
and Mario's 
name cleared, 
the poss£ 


It's nice to get 
back on the 
tarmac, but this 
is one hell of a 
busy track - 
maniac cars and 
buses are 
everywhere 


TOAD'S TURNPIKE 


KALAMARI DESERT 














































!! IS TURNING OUT TO 
, AND EUROPE WILL GET 





READY, AIM, FIRE! 


Probably the most notable difference in Double Dash!! is the way the weapon system works. It was 
always the case that every character was able to use any weapon, but with the new system the 
game has become far more tactical. Nintendo hasn't revealed all of the specialist weapons yet but it 
appears that every character will have one. Here are some of them: 


• WALUIGI: CLOCKWORK BO-BOMBS 

These are the equivalent of Homing Bombs. 
They chase after the nearest vehicle, but being 
clockwork they explode after a short time 
whether they reach the opponent or not. 

• KOOPA TROOPER: TRIPLE SHELLS 

Thought Triple Shells were a standard weapon? 
Not any more. Only Koopa Trooper gets the joy 
of juggling three green shells at once. Just 
remember that the damned things fire off in a 
straight line. 

• BABY MARIO: CHOMP 

Quite how Baby Mario manages to fit this 
massive ball-on-a-chain beastie in his pocket is 


anyone's guess. This creature tears down the 
track for a limited time only before disappearing 
of its own accord. 

• DONKEY KONG: BIG BANANA 

It just had to be didn't it? Not happy with a 
standard banana, DK has access to a three-foot 
wide version that practically fills the width of 
the track. Cheeky monkey 

• BOWSER: SPIKEY SHELL 

Just as Koopa Trooper has the shells straight 
from his back, so does Bowser. We're not 
entirely sure what the difference between the 
two types of shell is though, as we didn't 
manage to get one. 


Fireflower, Eggs, 
Mushroom, Mushroom 
x3 and Lightning. Some of these, such as 
the Giant Banana, Triple Green Shell and 
Fireflower are specialist weapons, 
whereas the others can be picked up by 
anyone. One weapon that doesn't seem 
to have come across (again, damn you 
Nintendo!) is the Feather. Even stranger 
though is the lack of coins on the track. 
Every Mario Kart title so far has required 
you to collect coins in order to withstand 
attacks, but these are absent from the 
ECTS version. There are some other 
changes you may have already noticed - 
the speedometer has changed and the 
weapons box is now over to the left. 


On top of the single-player game, the 
new version also had one of the 
Multiplayer modes opened. The Bo-bomb 
Challenge sees you racing around a 
multi-tiered arena in a frantic attempt to 
grab as many bombs as you can before 
chucking them at your opponent. Each 
vehicle has three stars (lives), so three 
bombs will kill the opponent. 

The catch is that these stars regenerate 
quite quickly, so you need to be getting 
consecutive hits to be in with a chance. 
Other modes promised include standard 
Versus and Balloon, although we have a 
feeling there'll be a few more as well. 

So, Double Dash!! is turning out to be 
very nice indeed, and the icing on the cake 


is that Europe will get the game three days 
ahead of the US... mwahaha! 

There is one mystery remaining though. 
Despite previously saying that Double 
Dash!! would be 8-player (2-player split¬ 
screen on four TVs), Nintendo Europe is 
now claiming that this has been increased 
to a whopping 16-players (4-player split¬ 
screen on four TVs). The thing is though, no 
given race in Double Dash!! ever has more 
than eight vehicles in it 

Will it be a case of two players per 
vehicle (one player per character)? As soon 
as we can get confirmation from Nintendo 
we'll let you know. In the meantime you 
better start saving up for those 
extra controllers. 


BOWSER 


■ In a perfect world Nint 
would have delivered far 
completely original track 
settings, but the latest ve 
plays so well we'll let the 
Typically of Nintendo, all 
worries we had are beinj 
ironed out as the month; 
and the finished game is 
looking more special 
each time we see it. 


CHOOSE CAREFULLY NOW... 


KOOPA TROOPER XZkXSU&M ?^ BY MARIO 
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STEALTH ADVENTURE 


PLAYERS: 1 


PERCEnTRGEC 




04 03 01 04 7 NOV 03 



Oooops, stoiyline spoilers! 


Snake gets it on for the camera 



The finest stealth adventure on 
the planet slithers into view 
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THE TWIN 


IT’S AMAZING HOW quickly games 
arrive sometimes. It feels like just 
yesterday that Konami announced Twin 
Snakes, and in a month's time the game 
will hit the US. Yet there's still surprisingly 
little information about this potentially 
massive title. Sure, some of you will have 
played Metal Gear Solid - the game on 
which this is based - but the differences 
are more substantial than you might think. 
This In-Depth then is designed to dispel a 


lot of the rumours and define once and 
for all what Twin Snakes is all about. 

Being a 'remake' you could be forgiven 
for thinking that Twin Snakes will follow in 
the footsteps of Capcom's Resident Evil. 
Sadly this won't be the case - there won't 
be vast new areas to explore, but that 
doesn't mean you'll recognise all the 
locations on offer. Because of the game's 
first-person mode, all the areas have had 
to be completely modelled. Previously the 


camera angles meant that there were 
areas you simply wouldn't be able to see. 
Speaking of camera angles, many of them 
have been changed resulting in a 
completely different take on the game. 
These aspects aside though, there are four 
main changes to the game: 

• GRAPHICS 

As you would expect, this is the most 
noticeable difference. All the character 
models have been completely redesigned 
















"THE FACIAL ANIMATION IS SECOND TO 
NONE — YOU CAN EVEN SEE THE MUSCLES IN 
SNAKE’S FACE MOVING" 
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■ As part of the upgrade process all the 
character models have been completely 
recreated for the GameCube. Of all the 
new additions, the most impressive are 
the facial expressions which are 
extremely detailed 




REDESIGN 


■ Much of the game's architecture has 
had to be tweaked in order for the new 
gameplay additions to work. For example, 
the first-person view means that every 
area has had to be fully modelled. 
Numerous lockers have also been added 


JACKAIMORY 


■ Kojima-san has relished the chance to 
remake the PSOne classic, as it has 
enabled him to expand on the storyline. 
You can expect to find out far more about 
all of the characters in the game by way of 
new cut-scenes. 


and retextured. Any given area now 
boasts a rich array of battered, worn and 
rusty textures. Particle effects make an 
appearance in the form of snowstorms 
and explosions, and Silicon Knights' 
speciality, the volumetric fog, will no 
doubt raise its head. As always the facial 
animation (another strength of the SK 
team) is second to none, and you can 
even see the muscles in Snake's face 
moving. Graphically the game doesn't 


look quite as good as something like RE 
Zero, but then you have to remember 
that RE Zero's backdrops are 2D pre¬ 
renders as opposed to Twin Snakes' 
completely 3D areas. 

• AUDIO 

Fans of Eternal Darkness will already 
know of SK's ability to produce some 
fabulous voiceovers and audio content in 
general. Much of the audio in Twin 
Snakes has been re-recorded, from the 


voiceovers to the musical score. Naturally 
the audio has also been coded to cater 
for Pro Logic II. 

• STORYLINE 
The main storyline goes like this: the 
Nuclear Weapons Disposal Facility on 
Shadow Moses Island in Alaska's Fox 
Archipelago was attacked and captured 
by next-generation special forces being 
led by members of Fox Hound. You'll 
have two mission objectives: first 


FRDm THE fTlRHERS DF*. $ 


WINNING ELEVEN 6 

■ This was the finest 

footie game in existence —■ 


(before the PS2-only WE7 


turned up), and still is the i 


best offering on the GC. • 1 
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^TOTALG AMES.NET RATING: 92% J 






















SPOT THE DIFFERENCE 
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The easiest way to see the difference in graphics between the two games is to put 
them directly next to each other. We've provided a few examples for you and the 
screenshots really do speak for themselves. Improved modelling, improved textures and 
far more vibrant colours. 


Transparencies, lighting, shine and 


bump-mapping it's all there 


Those warped textures were 



impressive four years ago. Weird huh! 



© Flowing hair, lip-synching and even Good in its day, but the poor girl has 

modelled eye lashes. Crazy stuff vi no eyes. She aoesn't stand a chance 
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© The lighting really makes a difference iJjN The limited lighting of the PSOne isn't 
here. It actually looks real VL terribly convincing 

| 058 ] 


you're to rescue DARPA Chief 
Donald Anderson and the President 
of Armstech Kenneth Baker. 

Secondly you're to investigate 
whether or not the terrorists have 
the ability to carry out a nuclear 
strike, and stop them if they do. 

This is the same basic storyline as 
the original, but Kojima-san is keen to 
explore other areas of the game as 
well. Three or four times during the 
course of the game you come up 
against a mysterious character by the 
name of Liquid Snake. Both Solid and 
Liquid were bom in the same year, 
both were subjected to gene therapy 
and both were members of Fox 
Hound. Twin Snakes explores the 
relationship between the two 
characters and you'll find out far more 
about all the characters in general. 

This is the version of the game that 
Kojima-san always wanted to 
release but previously didn't 
have the time or storage 
space to do so. 


• C3AMEPLAY 

The main selling point of Twin Snakes 
is that it combines the storyline of 
Metal Gear Solid with the visuals and 
gameplay of MGS2. All of Snake's 
moves from the sequel will be 
available, such as first-person 
shooting, hiding in lockers and putting 
enemies in lockers. It's for this reason 
that the scenery in almost every room 
has had to be changed. The controls 
for all these moves are as follows: 
L-trigger - Press and hold to bring 
up Gadgets 

R-trigger - Press and hold to bring 
up Inventory/peer around corners 
A-button - Use whatever inventory 
item is equipped 

B-button - Grab (repeatedly tap to 
strangle)/pick up item/attack/taps on 
walls 

X-button - Crouch (move while 
crouched to crawl) 

Z-button - Press and hold for first- 
person view. Use Analogue Stick to 
look around 












“IT WAS THE FIRST TIME SO I WAS 
NERVOUS. THAT'S WHY I WENT TO MIYAMOTO- 
SAN FOR ADVICE" hideo kojima 






® This job isn't for those 
of a squeamish 
disposition. Ninja loves 
a bit of blood 


The question is though, 
how does it actually play? 

After spending about two hours with 



the new version there are, 
thankfully, only a few 
really is a fantastic game, but 
some of the original's 
problems are still in there. 
While crawling, pressing 
backwards will see Snake sw 
around, but not necessarily in 
direction you want. The move 
Snake in general is a bit frust 
well, because while every 
aspect of the game has been 
updated, Snake still only has 


■ Twin Snakes has had a 
relatively speedy development 
process, but this doesn't mean 
the game has been rushed 
towards release. It probably could 
have looked a little better given 
more time, and some of the 
controls could do with tweaking, 
but these things shouldn't detract 
too much from what is going to 
be a great game and an essential 
addition to any Metal 
Gear fan's collection. 


IN THE CUBE WITH... 



SHIGERU HIDEO DENNIS 

MIYAMOTO KOJIMA DYACK 


POSITION: DIRECTOR, MG SERIES CREATOR AND PRESIDENT (RESPECTIVELY) 
COMPANY: NINTENDO, KONAMI AND SIUCON KNIGHTS (RESPECTIVELY) 


CUBE: There have been rumours of 
GBA link-up in Twin Snakes. Can you 
confirm anything? 

HK: We’ve been discussing how exactly we 
can do this connectivity thing, and I want it to 
be really fun, but it's a matter of whether or 
not Dennis will be doing it for us. 

□D: Well or course we will. I think as far 
as connectivity goes it's one feature we can 
offer that's unique. We're already 
combining elements of MGS I and 2, and 
the connectivity can take it one step further. 

CUBE: Can you give us any details yet? 
SM: We can’t really give you anything 
concrete about it right now but I think Mr 
Kojima can tell you what's unique and 
different about the GameCube version. 

HK: The original game came out about 
five years ago and people really loved the 
story. MGS2 came out two years ago - 
people loved the action and the gameplay, 
and it was critically acclaimed for its smart 
enemy Al. So I asked myself, "what do I 
want to do with Metal Gear Solid for the 
GameCube?” I thought we could combine 
the best scenario with the best gameplay 
and this is what MGS for the GameCube is. 
It’s not a simple remake - it's taking the 
best of both games. 

CUBE: Were you nervous about putting 
the development of your signature 
franchise in the hands of another 
developer? 

HK: Yes, it was the first time so I was 
nervous. That's why I went to Miyamoto- 
san for advice. We had no experience in 
developing for the GameCube, but we 
wanted to make MGS as good as possible. 
So, I went to Miyamoto-san and he 
introduced us to these really creative guys 
in Canada called Silicon Knights. Dennis 
and his core staff came from Canada to 
Japan and we had Chinese food for dinner. 
We had already seen Eternal Darkness so 
we knew that they were technologically 
capable - what I wanted to know was 
whether we shared the same soul and we 
had that discussion over Chinese food. We 
did share that same soul and decided on 
the spot, and have no worries right now. 

CUBE: Can you explain how you're 
going about working on the game, both on 
a technical level, and on a personal level 


with Mr Kojima and Mr Miyamoto? 

DD: There's constant collaboration, 
almost every day actually. Not only do we 
travel to Japan, but we also have people 
from Konami staying at Silicon Knights. We 
have video conference calls almost every 
day. The whole development process is 
such a unique collaboration between 
Nintendo, Konami and Silicon Knights. 
We've thrown around ideas to ensure that 
the experience is maximised for the player. 
That's our goal - we want to provide 
something that people haven't seen before. 

CUBE: Dennis, you talked in the past 
about how much you've learned from 
Japanese games development, but we 
were wondering whether Mr Miyamoto 
and Mr Kojima feel they have learned 
anything from Silicon Knights? 

SM: I think Western developers have 
two very interesting strengths: their art 
style and their technical level. They have 
incredible technology. 

HK: I totally agree. A few years ago 
people said that Japanese games do 
everything for you - they're well prepared 
and well created, and that you don't see 
that in Western games. Now though 
Western game creators have grown up 
playing Japanese games, and you have the 
whole technological aspect as well. On top 
of that there's a great imagination as well. 

I personally consider myself a student of 
Miyamoto-san, I've learned videogame 
creation through him. 

DD: One of the things that's really 
exciting for me - and please understand 
that these guys are master game creators 
so the fact that they say they learn 
anything from us is a massive complement 
- is that we're building towards the future. 

I think this group really has the same 
ideals and the same beliefs. When we had 
the Chinese dinner in Japan it was 
amazing that we liked all the same movies 
and wanted to see games going in the 
same direction. 

CUBE: With this collaboration does this 
mean that we will see more Konami 
games on the GameCube, or perhaps on 
its successor? 

SM: I don't really know what will 
happen in the future, but right now I'm 
really focused on The Twin Snakes. 








CAPCOM IS KEEPING Killer 7 details 
under some serious cover, teasing us 
with the odd batch of screenshots, 
giving us to tantalizing glimpses and 
then pushing us away with mocking 
laughtwe. If we weren't such 
suckers for creative punishment 
then we'd probably ignore Killer 
7 out of spite. But just look at 
it Elements of popular 


Eastern and Western fiction shine 
through in every stylised angle. 
Characters grin manically through 
showers of blood as their limbs tear 
away from their torso. This looks ultra- 
violent, and ultra-chic. 

Set not too far into the future, Killer 7 
tells the story of a society where 
violence has caused an uprising of 
rebellion within nations. Everywhere, 


people with crazed smiles plastered 
onto their otherwise blank faces (known 
as a 'Heaven's Smile') begin to attack 
anybody nearby, committing hideous 
acts. Governments have toppled and the 
underworld has begun a slow rise to the 
top. As Harman Smith, an assassin 
whose wife died at the hands of this vile 
army of psychopaths, you set out to kill 
the kingpin behind it all - Kun La. 










“OF COURSE, BEING A CAPCOM TITLE THERE*S 
FAR MORE TO THE GAMEPLAV THAN SIMPLV 
RUNNING AROUND SHOOTING PEOPLE” 




■ There's no shortage of blood in Killer 7. 
Each 'hit' promises to be soaked in the 
red stuff. The splash of colour is in such 
sharp contrast to anything else on the 
screen that it highlights the implications 
of your most violent actions. 


5HRI 


■ Capcom is using a cool method with its 
shadowing. It looks as if everything is fully 
self-shadowed, (guns cast shadows on an 
arm in real-time, for instance) and using 
only one colour - black - makes for a 
very striking appearance. 




■ Nearly all of the geometry we've seen so 
far has been very simple and in very few 
colours. However, the palette has been 
chosen very carefully and things never look 
dull like some games do. Understated class 
in keeping with the game's theme. 




Of course, being a Capcom title 
there's far more to the gameplay than 
simply running around shooting people 
(well, if you don't count PN03). Harman 
Smith, you see, is a very special type of 
person. He's been blessed with the gift 
of having seven different personalities, 
each one having their own strengths, 
weaknesses (including skills that will 
help him get through each level) and 


physical capabilities. The seven 
personalities are known as the Smith 
Alliance: Galusian Smith, the leader of 
the Smiths who has an ultra-perceptive 
mind which lets you avoid traps and 
zone in on an enemy's weak spot; Dan 
Smith, who can alter weapon 
trajectories using telekinesis powers, 
MASK De Smith is a masked man 
who's an expert with weapons, Coyote 


Smith can move through objects, Kaede 
Smith's attractive appearance cuts down 
some of the risk of assassination, Con 
Smith is a child who can hear an 
enemy's heartbeat to pinpoint their 
exact location and Kevin Smith is 
fiercely independent and holds the 
secret to Harman's past (and still finds 
time to direct the odd film). The most 
stylish game yet? Could be. 



VIEWTIFUL JOE 

■ A stunning scrolling ”• I 

beat-'em-up that ’ -Ft 

manages to bring fresh 
new ideas to a genre 
many had left for dead, 
but it's very difficult 

TOTALGAMES.NET RATING: 87°-to 

























MY YOUNG 
GRASSHOPPER 


■ insanity reigns... 


The developers of Killer 7 at 
Grasshopper Manufacture Inc are 
clearly chaps of class and high 
breeding. Their history is centred 
on the Japanese niche titles 
'sound novels.' These are 
essentially 'Choose your own 
adventure' books, but presented 
on a console with moving visuals 
and audio. Although niche, fans go 
mad for it. Gouichi Suda is a key 
member of the Killer 7 
development team and has a 
history of creating astounding 
stories based around themes of 
horror and darkness. He's well 
regarded by enthusiasts of the 
genre andf or many in the know, 
this is reason enough to get 
excited about Killer 7. 

If further proof is needed of 
Grasshopper's style, check out the 
company website at 
www.grasshopper.co.jp 



© Grasshopper's website is full of 
and well worth a poke around... 


it 


m 




/PVgY UJk ■ i 




... but you really need to speak Japanese to 
eet the most from it. Duh! 































“CAPCOM HAS SOMETHING OF A HISTORY FOR 
CREATING LOVELY LOOKING TITLES” 



© 


You can't really 
get an impression 
from screenshots, 
but the realtime 
shadows add a 
whole new visual 
dimension to the 
graphic style 


© 


So, you spilled 
wine all aown 
yourself, huh? 
Pretty sure 
Sketchlevs are 
going to nave 
something to say 
about that! 





TIME ON MY HANDS 

Killer 7 could be a very confusing game. As well as the main character having 
seven different personalities, it turns out that they are also very different people. 
For instance, the girl Kaede has the hots for Dan and Coyote, the latter of which 
turns out to have been killed by Harman himself several years ago. How this will 
all fit together is unclear, but the fact that the game is set across the years 2002 
to 2005 perhaps serves as a clue. We're guessing that you'll kill him in 02, gain 
his abilities and use him later on. If every character is 'assimilated' in this 
fashion, which is quite likely, Killer 7 may have a strong puzzle mechanic as well. 

_ 




Having seven 
characters based on 
personality traits of 
one, you're going to 
have to pay attention 
to the story! 


In this day and age 
is it too much to ask 
that the steering 
wheel is actually 
round? Get it 
together, chaps! 


7, THAT’S THE MAGIC NUMBER 


THE ABILITIES OF the seven different 
personalities will be at the core of the 
gameplay. Imagine sneaking around a 
building, pinpointing an enemy's location 
by listening to their pulse, understanding 
their weak spots and then firing a bullet, all 
the time manipulating the flight path of 
their projectiles so you don't get hit 
yourself. The screenshots suggest that the 
game is going to play in a very dynamic, 
fluid fashion and when you consider the 
basic geometry and basic textures (ignoring 
the vast number of hues in any one shot), it 
makes sense that everything will be locked 
at a full 60fps. 

You may have noticed that every 
screenshot here looks amazing but there's 


very little in them to indicate how the game 
will actually play. It would be impossible to 
control the character from the angles 
shown so far, and we do find it quite 
alarming that gameplay details are so thin 
on the ground when the Japanese release 
is just around the corner. Remember when 
Vanessa of PN03 fame held a gun until the 
last minute, only to have this replaced with 
a fancy-shooting-from-the-hands feature? 
According to Mikami-San, head of 
Capcom's Production Studio 4 who's 
overseeing the title, this was a joke. So Billy 
Connolly's job is quite safe for now. Lets 
hope that the gorgeously understated style 
of Killer 7 isn't later revealed to be one 
massive wheeze and it turns out to be yet 


another Resident Evil -style game. As if. 
Capcom also has something of a history for 
creating lovely looking titles and then 
allowing them to suffer by not putting 
much thought into the player interface. 

Look at Resident Evil and PN03 for 
example. So far though, all the signs point 
to this being a system seller for the 
GameCube. Drawing on Japanese animus 
continuing popularity with its looks, adding 
a dash of that unmistakable Capcom cool 
and attaching a very playable action 
element is a recipe for success. And did we 
mention that fantastic music? This is the 
game we're looking forward to the most 
moment and that's including ■■■■ 
Nintendo's first-party titles. 


□ DDE SAYS... 

first impRESsian 


■ If you've been reading CUBE 
for a while you'll know we're 
suckers for style. Any game which 
tries to do something a little 
different with the way its 
presented is worth a look and 
Killer 7 looks astonishing. 
However, what's really got our 
attention is the storyline and the 
gameplay possibilities that stem 
from the seven different 


characters. This could turn out to 
be one of the most gripping 
games of recent times, or it 
might just be more dull, 
convoluted Japanese 
weirdness. 




























Speed redefined. 






"Whenever you flip upside down you can actually 
feel it in your stomach!." 

Cube Q3% 

"F-Zero DX is everything we expected and more. 
One of BameCube's best titles." 

NOM 

"Rapidly approaching racing perfection." 

Games TM 9/10 
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CUBISTS 


WELL, IT’S ALL kicking off now isn't it? 
Soul Calibur II is just the start of the 
GameCube goodness, and what a 
cracking start! Our lead review might 
not be accessible to everyone, but at 
least you've got something to look 
forward to if you manage to get 
through all of this year's offerings. 

Note the 'if.' You'll notice the EA big- 
hitters have started to arrive and there'll be 
even more of them next month. Oh, and a 
little game by the name of F-Zero GX. .. and 
did I mention our favourite superhero Joe? 
Looking to the future, you may have 
noticed this moth that two of the year's big 
Nintendo titles are actually hitting the UK 
ahead of the US - how cool is that? Both 
1080° and Mario Kart will arrive over 
here a few days ahead the US versions, 
all of which means that we're in for a 
very merry Xmas period. Start saving those 
pennies because it all starts here, and for 
once, it's nearly all good. 

■ CHANDRA NAIR 


It may be Final Fantasy in name only, but that doesn't stop 
it from being a fine return for the world's leading RPG maker. 
Squaresoft comes home, and gets the party started! 


The nights are drawing in already and it's getting darker quicker. Are the CUBE team scared of the dark? 


MILES GUTTERY 


CHANDRA NAIR 


GARY ADAMS 


BYRON WILKINSON 



SCARED OF THE OARK?: Hell no! 
STORY: I'm not afraid of the 
dark. When I was little I used 
to sneak out of the house at 
midnight in the winter and run 
around the snowy fields near 
my house It was like the 
world was fresh and new and 
I was the only person and I 
was the ruler of everything." 



SCARED OF THE DARK?: It burns! 

It burns! 

STORY: “When I was about six I 
used to hang my duffle coat on 
the door, and if the door was 
left even slightly ajar it would 
cast a shadow that looked like 
a huge monster. When I turned 
eight I burned my coat - I just 
couldn't handle it man." 



SCARED OF THE DARK?: The 

Darkside is my friend 
STORY: "I admit that darkness is 
evil or rather a lack of 
goodness, but I say if you can’t 
beat them, join them. At night 
I used to think that my coat 
was Darth Vader, so I wore it 
all the time and became 
infused with evil." 



SCARED OF THE DARK?: Definitely 
STORY: "To be honest I'd 
rather not talk about it. I grew 
up on the moors and that can 
really screw up your life. The 
things those animals did to 
me in my sleep were 
indescribable the shame 
the humiliation oh the 
horror of it all!!" 


TIMEMPEY MARTIN MATHERS STEPHANIE PEAT NICK TRENT 



SCARED OF THE DARK?: No, I have 
a secret weapon 
STORY: l was a total cartoon 
nut when I was but a boy. 
Among other things I was 
totally obsessed with Mumm 
^ Ra from Thundercats. I studied 
J him every day and now I have 
jC a natural ‘evil eye.’ Nothing evil 
§• would dare touch me." 



SCARED OF THE OARK?: Not 

any more 

STORY: "I don't need to act the 
hard nut with you lot - you 
already know who's the boss. I 
used to be scared of the dark 
but my cats give me the heads- 
up whenever ghosts are about. 

I taught them to chant, which 
seems to keep all evil at bay.” 





SCARED OF THE DARK?: Why 

would I be scared? 

STORY: 'You know the footsteps 
you hear when you're home 
alone? You know the shadows 
you see in the corner of your 
eye when no one else is 
around? That's me. I'm always 
watching, always waiting 
your time will come." 



SCAREO OF THE DARK?: Of course 
I am! 

STORY: "When it comes to 
being in the dark I'm like 
Shaggy out of Scooby-doo. I 
just want to jump into some 
dog's arms and be fed Scooby 
snacks to make me feel better. 
Hmmm I really shouldn't 
have said that should I?" 
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THE ONIY REVIEWS YOU CAN TRUST 



The GameCube has a new fighting champion, and it's PAL gamer 
heaven as Nintendo throws a whole slew of extra 
characters and stages into the mix for the European release. 


FINDING NEMO 

A Ever wondered if fish 
OI can jump? Whaddaya 
mean fish can't jump? You 
obvious haven't played 
Finding Nemo, the world's first 
ever piscine platformer... 

TIGER WOODS 04 

The 2003 version was 
the best golf offering on 
the GameCube and this year's 
update streamlines, improves 
and GBA-links itself straight 
back to the top. 

FREEDOM FIGHTERS 

M EA goes all patriotic on 
us, and releases its 47th 
game this year. Well, it must be 
something like that by now... 

DISNEY SKATE 
ADVENTURE 

O j? Combine the Tony 
01 Hawk 4 engine with a 
bunch of wubbly Disney 
characters and you've got the 
perfect skating game for kids. 


NHL 2004 

M Take NHL 96 and put a 
load of bells and 
whistles on it. Ta da! Okay, so 
maybe it's better than that, 
but just how excited can you 
get about a yearly update? 
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WHAT DOES IT ALL MEAN? 


Confused? Suffering a spot of information overload perhaps? Use this handy 
guide to successfully navigate our info-packed reviews 


INFORMATION 

This is the place to look for 
all the essential statistics on 
the game including release 
dates, players, publisher, 
developer and whether or 
not you can watch movies of 
the game in action on 
TotalCames.Net 





COMMENT 

The reviewer's frank and 
honest opinions on what he 
or she thinks of the game 
will be right here. You'll be 
needing this to make up 
your own mind... 



BONOUTS 

If you want more detailed information on 
what the game's all about, or hot tips on 
some of the tougher bits, the wide 
selection of boxouts are ideal for you. 


2N0 OPINIONS 

If you're still not one 
hundred per cent sure 
whether you're going 
to take one expert's 
opinion, you'll find an 
alternative point of 
view right here. 


ALTERNATIVES 

Obviously, not every 
game will be to your 
taste so if there are 
titles that might be of 
interest instead, they'll 
be outlined here for 
you to think about. 



THE BREAKDOWN 

Confused as to the purpose of those big numbers stuck on the end of all the reviews? 
The meaning is explained below through the medium of words 

3.0 OR ABOVE 

Naturally, games scoring a 9.0 or over are well worth your hard 
earned cash otherwise they wouldn't score so highly. Hey, we're 
professionals - give us a bit of credibility here, okay? 

7.5 > 8.3 

Although they haven't quite made it to the dizzy heights of 
greatness, games with this kind of score are still worthy of your 
attention and will no doubt keep you happy for a fair old while. 

5.0 > 7.A 

Yep, it's that tricky middle ground that a lot of games walk. With 
5.0 branding a game decidedly average, scoring up to 7.4 means 
you might want to try it if you're into that sort of thing. 

2.5 > A.3 

If your granny gets you a game with a score like this, it's probably 
because she doesn't know any better or you just didn't tell her 
what you actually wanted. It's all your own fault really. 


0.0 > 2 .« 

It's a sad fact that we have to review games this far down the scale 
but it's for your own good. Otherwise, you might actually go out 
and buy one of them. Shame on you! 
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QUALITY FOURPLAY 



The level of detail in the scenery is unbelievable. 
Let's hope Nintendo uses this engine again 


After extended leave, Square finally comes 
home, and the old magic's still there! 
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far too long since this reviewer 
nas played a game with the 
names Nintendo and Square on the credits. 
So long in fact, that Square now goes under 
a different name following the recent merger. 
There are many different opinions regarding 
the progression of the Final Fantasy series. 
Some would argue that it just hasn't been 
the same since it left the Nintendo stable. 
With the exception of FFVII (and that game 
had it roots firmly based in Project Reality 
land, so that would explain it), the Sony- 
based FF games have gone down a different 
road and, great games though they were, 
they lacked that certain magical spark. Maybe 
it's just nostalgia - maybe that magic is just 
about being a certain age? Well, that can't be 
true because Crystal Chronicles has the 
magic, and it definitely has the spark. 

In many ways Crystal Chronicles is a Final 
Fantasy game only in name. The only aspects 
that keep it in FF land are the monsters and 


their magic attacks. In fact it's more like 
Secret Of Mana for the GameCube. It's the 
very latest version of Square's magical 
multiplayer action RPG, and it could only be 
done on the GC. Despite being a multiplayer 
game the majority of people will play Crystal 
Chronicles alone, so we've spent most of our 
time doing the same. 

It might seem mad to take on a Final 
Fantasy game in Japanese (we have enough 
trouble with English for chrissakes), but 
Crystal Chronicles is nowhere near as 
conversation-dependant as other FF games or 
something like Zelda. You start the game by 
giving your town a name. Then you have to 
choose your character from one of many 
possibilities. There are four races, each race 
with a number of people to choose from. No 
matter which person you choose though, 
your starting point and quest remains the 
same - you have been charged with the task 
of collecting enough Mana Water to recharge 


IMTASY 



NOW ALL WE NEEO ARE GBAS 


In single-player mode you can either opt to play with a GameCube 
controller, a GBA or with both. Both is best as you can play with the 
regular pad while using the GBA as your map screen. This map highlights 
objects of interest such as mysteries or treasure. On open expanse levels 
such as the desert, the map is extremely useful. However, Crystal 
Chronicles has been designed from the ground up as a multiplayer title, 
so understandably this aspect of the game is where it really comes into 
its own. It's great fun to have four mates working together on a level, but 
the problem comes with the GBAs. If you do have all the necessary bits 
and bobs you'll have a whale of a time. Each character has different 
information on their GBA screen, making a great co-operative 
atmosphere. You're not likely to drag all your mates together every time 
you want to play the game though, are you? As it is there's another 
barrier in the form of the need to use a GBA. Here at CUBE we've 
been able to do it but outside of the office we don't think we'd be able 
to manage it all that easily. Maybe someone should send a letter to 
Challenge Annekal 

The developers seem to think that this won't be a problem though - 
all the adverts in Japan are based around the fun you can have with four 
players, and the Japanese press are all excited about it. Maybe it's a 
Japanese thing? Something needs to change for the Western release 
though as it's hard to see that approach working over here. 
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Other players can come into the 
game whenever they please 






















In our 25 hours of playing time we've come across 13 
different battle areas, each with their own guardian and Mana 
Tree. We know for sure that there is one more area to visit, we 
haven't got to it, and we're completely flummoxed as to how 
to proceed. 

Here though is a run-through of all 13 levels that we have 
visited along with their terrible bosses: 

1. RIVER BELLE PATH (SHOCK CRAB) 

A regular countryside level with rocks, grass, trees, pebble-edged 
streams and bridges. There are a few gates to unlock but 
nothing taxing. The crab boss launches itself from a waterfall 
and uses Slow and Cigavolt spells to cause you pain. 

2. GOBLJN WALL (GOBLIN MAGE) 

A typical underground fortress filled with Goblin-guarded 
treasure. There's a fair bit of going back and fourth in order to 
open up all the treasure chests. The Goblin Mage teleports 
around the room while casting Slow and Thundaga at you. 

CATHURIGE MINE (TROLL KHHHHHHHHIHHHH 

An abandoned mine made up of a network of torch-lit corridors. 
New areas can be broken into by using old mine-carts. The Troll 
King tends to use his weight to damage you, but towards the 
end of the fight he resorts to Ultima, so you'd best finish him off 
quickly. 

4. RnMH NIKSTiaU^ 

A vast maze of giant toadstools filled with all manner of 
nastiness. There are no real puzzles - just the maze to 
overcome. The end boss is an FF classic - the Marlboro. The 
huge plant attacks with its tentacles and poison breath. 
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6. JACK MASCPEATY’S MANSION (FROST GIGAS) 

Taken straight from Secret of Mana, this level sees you exploring 
the Frost Gigas' stately home, where everything is giant-sized. 
The best bit is that the Tonberries are his slaves! The Frost Gigas 
pounds the ground and generally stomps in your direction. 


7. VEO LU SLUICE (SENTINEL) 

Possibly the most beautiful level in the game, the area is made 
up of lush green glades and pools of clear water. The plants in 
this area provide the water for the entire continent. The Sentinel 
boss has spin attacks and multiple exploding lasers. 


11. SAND-DUNES (ANTLION) 

Being just an open expanse of sand, the initial sections of this 
level are tough to negotiate. As you reach the higher ground it 
becomes more rocky though. Stay away from the Zuus - they're 
a nightmare to beat. The boss is a giant sand-bug with needle¬ 
like pincers. 

12. RE8ENA CE RA (UCH) 

This entire level sees you negotiating the temple ruins maze and 
solving the magical barriers before finally entering the temple. 
Lich is a demonic up-chuck who uses Flare, Gravija and Gigavolt 
and is protected by two magical orbs. 

13. CQHALL CURACH (BAHAMUT) 

The water effect is brilliant and this level has it everywhere. 
Towards the end it gets rock hard, with Behemoths and Abadons 
guarding every exit. To top it all you have to fight the mighty 
Dragon King at the end. 


5. CIDA VILLAGE (ARMSTRONG) 

This overgrown wasteland used to be a village but now it 
houses only hell-spawn. Bizarre sticky goo blocks your path and 
must be burned away. The boss is a possessed, demonic house 
that fires poison needles at you. 


8. CELEPATION CAVE (POISON WORM) 

A series of caves carved out by water. There are rock pools 
everywhere and all contain something nasty. The worm boss 
uses Quake attacks before sucking in everything in the room and 
spitting it out 


9. DEMON’S COURT (LIZARD COMMANDER) 

The boss area is directly ahead of you as you enter this fortress, 
but it's blocked off until you find the two keys. A very tough 
level when you first come to it The boss is a giant lizard who 
fires energy darts and fights in a spinning blade filled gladiatorial 
arena. 


10. VOLCANO ISLAND (IRON GIANT) 

An entire island filled with extremely evil and tough enemies. 
You can actually get to the boss within a few minutes if you 
want to though. The final boss is another FF classic. Charge 
attacks and a gigantic blade are enough to make him a handful. 
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DESERT ISLAND: The only way to get to the Desert 
Island is to jump on a boat and cross the Captain's 
palm with 300 smackers. 



Secret Of Mana fans will 
quickly make the connection 
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The enemiy models are 
beautifully detailed 


to act as healer, cage carrier and spell 
caster, you have to do it all yourself. You 
do have one friendly face in the form J 
of Mog the Moogle. Mog follows Jg 
you everywhere, and tapping X ,AM 
will make the fluffy critter pick k 
up the cage in its mouth. This r 
frees you up for attacking (you 
can't attack or cast magic when 
you're holding the cage). When 
he/she/it gets angry, Mog's bauble 
will glow, meaning that it's ready to attack 
with a combination spell. As you progress 
through the game Mog's attacks will 
become more varied and more 
powerful. Your taught via Stlitskin 
Moogle's tutorial at the start of the game. 

Within a few minutes of completing the 
tutorial you'll be in your first dungeon and 
your jaw will immediately drop. Lush is the 
only word to describe the quality of the 


the town's protective 

CONTINUED crystal shard. It's a clich£d 
storyline to be sure, and as you may have 
guessed, your quest requires you to visit all 
the Mana Trees around the globe. But it's 
not as easy as just moseying on in there 
and holding out a cup, oh no. Every tree is 
protected by a huge boss, and generally 
comes at the end of a sprawling dungeon. 
On top of that, the world outside of your 
crystal-protected village is filled with a 
deadly mist which means you have to carry 
a Crystal Cage with you at all times. This 
device not only allows you to collect the 
Mana Water, but also generates a 
protective veil around you. Step outside of 
the cage's aura and you'll lose health at 
the rate of roughly one heart every 
three seconds. 

Playing in single-player is definitely more 
challenging. Instead of having three friends 


“FINALLY IT SEEMS THAT 
THE LEVEL OF DETAIL FOUND 
IN THE FINEST ED GAMES 







FinRL FRriTRSV cc 





FOUR SEASONS IN ONE PAGE 


SITTING COMFORTABLY? 


found in the finest 2D games can be 
recreated in 3D. Never before have 
developers been able to match the lavishly 
detailed, sprite-based villages of SNES RPGs 
like Chrono Trigger or Secret Of Mana 2 
etc). The GameCube's texturing abilities 
have enabled it to happen though. Just 
take a look at some of the shots for proof. 
It's just a shame that you rarely get to see 
how great it is. The camera hovers quite a 
way above your character's head in order to 
give you a decent view of the immediate 
area, but occasionally it zooms in, enabling 
you to see the graphics in all their glory. 

Crystal Chronicles' combat system is 
really rather simple, and you are in 
complete control at all times. The A button 
is your action button. Be it slashing, casting 
magic or using an item, the A button does 
it all. In the case of weapons, you can 
slash (tap once), perform a two/three-hit 
combo (tap two/three times) or pull off a 


Mana Forests can only be 
crossed by charging your cage 

| Film 


It's business as usual for the 
quaintly-dressed townsfolk 


■ililJHIJIIlV 


graphics. Finally it seems 
that the level of detail 
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jN The ship's captain will take to you 
!/ several new areas in the game 


It's harder to comment on Crystal Chronicles storyline than it 
is on the actual gameplay. You can tell roughly what's going 
on but it's hard to decipher much about the many cut-scenes 
that pop up during your travels. The general story goes like 
this: You travel the world with your ox and cart visiting Mana 
Trees and collecting Mana Water (1). It takes three Mana Trees 
to fill up your Crystal Cage, at which point you can return to 
your village and have a big sing and dance to celebrate (2). 
With your hangover tended to, the quest continues. There is 
only one main continent on the planet, which is divided into 
sections by Mana Forests. The walkway through each forest is 
protected by a magical barrier which can only be crossed if 
you're holding a correctly charged Crystal Cage (3). Once 
you're experienced enough a new route will open up and 
you'll be able to visit a volcanic island (for a fee of 500 Gold 


Coins) protected by the mighty Bahamut Defeating Bahamut is 
a feat impressive enough to gain you access to Yuke City, (the 
city of water) and the neighbouring dungeon, but the toppling 
of the Sentinel boss puts a plug in the water supply and the 
main river dries up (4). This forces the local boat owner to take 
to the ocean. On his travels he comes across another island to 
which he agrees to take you for 300 Gold Coins (5). The 
temple dungeon is protected by the hell-spawn Lich, and 
disturbing him unleashes terror upon the world. Every dungeon 
the world over is now filled with 'Devil' versions of certain 
enemies which you obviously need to take out 

Eventually you get back to the Sentinel's realm and realise 
that by reviving certain plants the water supply can be 
returned to normal which brings us to the final encounter on 
the other side of a bizarre Mana Forest. 



















© Much can 
be learned 
by talking to 
villagers in 
the game 
dammit 


charge attack (hold and charge). For the 
charge attacks you have to remain 
stationary while you hold down the A 
button. After a second of charging a target 
cursor will appear, which you need to aim 
with the Analogue stick. Releasing the A 
button releases the attack. All magic has to 
be charged in this fashion. At the start of 
the game you will have four possible 
commands set up on the screen (this 
number increases as you progress). The 
first two (attack and defend) are 
mandatory, but the others can be 
customised in the options menu. The live' 
command can be changed using the L and 
R buttons, and in a battle situation you can 
change commands quickly and easily. For 
example you might attack, then 
immediately need to defend. This is easily 
done by attacking, tapping R to change to 
'Defend' and then holding A. 

We've gone into detail on the magic 
system and the weapons upgrade system 
elsewhere in this review - after all, no RPG 
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"CRYSTAL CHRONICLES IS IN- 
DEPTH WITHOUT BEING COMPLEX - 
IF ANY FINAL FANTASY GAME IS 
GOING TO APPEAL TO THE FF 
HATERS, THEN THIS IS IT” 


MUMMY’S BOY: Keep in touch with your family and 
they will not only write back to you (yawn), but also 
send you gifts (cool). 
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FEEL THE HEAT 




POP DOWN THE SMITHY 


The weapons system works in a similar way to FFVIII, in that 
you have to have certain items in order to make a new 
weapon/shield etc. Before you can do this though you have 
to find the right scroll which tells the Blacksmith how to 
make the item. These scrolls can be found in dungeons (in 
treasure chests or dropped by enemies) or bought from 
travelling merchants. The ingredients on the other hand are 
more difficult to come by and tend to involve you either 
spending vast amounts of money or defeating tough 
enemies. Still, the effort is worth it as you can get some 
great weapons and accessories. The fireball- 
shooting blade is one of our favourites. 
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to upgrade your equipment 
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The upgrades 
cause an obvious 
change to your 
equipment 




@ Just look at 
that sene. 
The team 
definitely 
got to grips 
with the GC 

























Massive magic attacks can be created by using 
the Magic Pile system, ie combining magic 




Any Final Fantasy game worth its salt has Moogles in it and 
Crystal Chronicles is no exception. The team has used the 
fur-effect seen in StarFox Adventures to puff up the 
Moogles, and has also given them all manner of patterned 
clothing. Mog is your trusty sidekick who follows you 
everywhere. He can carry the cage and cast magic attacks. 
Stiltskin the explorer Moogle makes an appearance every 


now and then. He's your tutor and is there to give you 
hints and tips. Postie Moogle delivers letters to your family 
to keep them informed of what's going on on your travels. 

Many of the levels have hidden Moogle houses where 
you can spray-paint Mog (!!??) and add a Moogle Stamp to 
your records. What this actually achieves is hard to say at 
the moment. 
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The volcanic 
island is 
where you 
fight against 
the Iron 
Giant 


You can't 
cross over to 
the water 
city until you 
complete a 
quest 




2+2=5 


IT’S ALL ABOUT COMBINATIONS 

You can actually go through the entire game without 
using that much offensive magic, but that would be 
boring. As it is there are plenty of options to mess around 
with, so here's how the system works: 

All enemies drop items - food, scrolls, bagged goods and 
magic orbs. Once you've a magic orb in your possession you 
can cast that spell. However, once you've used it that's your 
lot until you pick up another one. At the end of some 
levels you receive the option to 'Master 1 certain 
spells, thus keeping them permanently. Using 
what you pick up is only the beginning though, 
and the best attacks only come by combining 
orbs. You can do this in the Command menu in 
order to cast the bigger spells such as Thundaga, 

Firaga, Blizzaga, Holy, Cura and others. Any given spell can 
also be given extended life by casting the right spell in the 
right place. Dotted around certain levels are pots containing 
coloured liquid. You can smash the pots, thus spilling the 
liquid on the floor. Cast Fira on red liquid and the liquid will 
burn for a few seconds, thus harming the enemy further. 

Blue liquid works for Blizzard, etc 

None of this is essential to completing the game but it 
makes it more enjoyable. For example, you'll be 
battling against a Zuu for the best part of 10 
minutes if you rely on your sword, and you 
won't be able to access a bonus area in the 
temple grounds unless you can use Holy to 
unlock the seal. 
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IKE MOOGLES RETURN! 


I FLUFFY ON THE OUTSIDE 


© Stiltskin sets you off on the 
right foot by training you 
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CONTINENTAL: The Crystal Chronkles world consists 



0 They may have 


Moogle, but 
they're trouble 
none the less. 
Keep your eyes 
peeled 


0 The little 


people keep 
getting 

attacked by an 
dark 


insane 

ninja 


ROAD RAGE 

BORN UNDER A WANDERING STAR 

Normally you only see your ox and cart moving from A to B, but every now and then 
you'll meet someone on the road and get treated to a cut-scene. These story-fillers 
tell the tale of four or five groups of people who are all travelling for their own 
reasons. Most of them are on a similar quest to you for their own villages. One group 
though are a bunch of petty thieves who keep hassling you and eventually nick a load 
of stuff from your caravan. There is also a crazed Ninja named Shadow running 
around in search of an extra terrestrial life form. He can see it, and you can see it, but 
nobody else can, so naturally they all think he's crazy. It doesn't seem that any of this 
plays an essential part to the main narrative though. Occasionally on your travels you 
get given food and stuff but most of the time you end up giving people money to fix 
their caravans. Gits. 
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would be complete 
without those aspects. 

In general though these elements are in- 
depth without being complex. This is the 
underlying tone for the whole game, and 
if any Final Fantasy game is going to 
appeal to the FF haters, then this is it. 

The only real moan is that you can't 
store your items anywhere on a 
permanent basis. After crawling around a 
dungeon for an hour you want to come 
out and be able to put your stuff 
somewhere. As it is you lose magic orbs 
and perishable goods. More annoying 
though is that if your inventory is full you 
have to abandon items in order to pick 
up new ones. Even food has to be in 
your inventory before you can use it. 
Come on guys - this is basic stuff! RE 
Zero managed to fix it a year ago so why 
didn't you? All we're asking for is 


somewhere in your village to store your 
cool stuff. Is it too much to ask for the 
town's saviour to have a wooden box to 
himself? Anyway... 

FFCC combines the instant appeal of 
adventures like Wind Waker and StarFox 
Adventures with the best parts of the FF 
universe. It also wins through by 
dropping the potential stumbling blocks 
of those other games. The combat is 
simple without being a hack 'n' slash 
affair, and deep without having to resort 
to being turn-based. 

Whether you play Crystal Chronicles 
alone or with three friends, you're in for 
a treat. Square is back to its best and 
although you may not get all the games 
subtle nuances due to the language 
barrier, this is still the best thing to come 
out of Square since FFVII . 

CHANDRA 


“NO DOUBT THE GAME WILL 
SCORE HIGHER WHEN THE US 
VERSION ARRIVES” 



A MAGICAL ACTION RPG THAT WILL 
NO DOUBT SCORE HIGHER WHEN 
THE US VERSION ARRIVES 


ZELDA WIND WAKER 


Don't let the 
childish graphics 
fool you - this is 
one of the best 
Zelda games ever. 
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SOUL 


CALIBUR 


FIREWORKS 

Charging up your \ 
attack takes up a tot 
of time, but the result 
is atways worth it. 




OUT NOW OUT NOW OUT NOW 


■ MASSIVE WEAPON MASTER MODE 

■ LOADS OF GAME MODES 


5TRT5 

■ 3 NEW CHARACTERS 


■ FROM THE MAKERS OF TEKKEN 





















CLOTMESHORSE: A third costume can be bought for 
some of the characters in Weapon Master mode. They 
are expensive, but essential for the serious player. 





The Soul Edge itself is 
pretty gross as it goes 


© 


Those golden 
words are 
guaranteed to 
send any beat- 
em-up fan into 
instant smug 
mode. That's 
what you live for! 


FORMAT 

WARS 


SPAWNY GET 
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a believer in the old 
'less is more' 


Namco's fighter connects 
in all the right places! 

I^HTTTmTfflW readin 8 this wil1 have experienced 
Soul Calibur on the Dreamcast at 
some point, what with it being one of the most 
celebrated games of recent years. Taking the formula 
of the PlayStation's Soul Edge and reworking it with 
flashier visuals, Namco came up with a fluid, intuitive 
title that was as appealing to those new to the scene 
as it was to those brought up on Street Fighter II. 

Although Soul Calibur 2 is a multi-platform 
release, it still looks great. The character design is as 
good as ever, (Charade excluded) although some of 
the outlandish clothing choices are questionable 
and, despite a sometimes garish look, the 
backgrounds are rich in detail. The massive weapons 
and the neon glow that accompanies body contact 
mixed with the suitably grand score and 
biomechanical feel have always lent themselves well 
to the atmosphere of Soul Calibur, but with the 
increased number of colours flashing around the 
screen and a larger amount of well, everything, what 
was a subtle and tasteful in earlier games now 
sometimes seems forced in places. However, the 
overall look drowns out such complaints. Graceful 
animation and self-shadowing on the characters' 
bodies help give Soul Calibur 2 a lovely solid look 
that puts a lot of other titles to shame. It's easy to 
take such looks for granted these days. We've been 
spoilt recently, but a quick go on the old Dreamcast 
game soon confirms that the sequel is light years 
ahead in terms of looks. 

One of the most important elements of the 


Each console version of Soul 
Calibur 2 has a special 
character exclusive to the 
system. The GameCube has 
Link, the PS2 has Heihachi 
out of Tekken and the Xbox 
has Spawn. What's interesting 
about these characters is that 
each one breaks the Soul 
Calibur tradition in some way 
- Link and Spawn use 
projectile attacks (Spawn can 
float on top of this) and 
Heihachi doesn't have a 
weapon. Because of Todd 
McFarlane's involvement in 
the game (he designed 
Necrid and Spawn), his 
website is selling special 
handcrafted figurines of 
selected characters. They're 
absolutely gob smacking in 
their detail, but you'll 
probably have to import it 
yourself if you want to get 
your hands on one. Head 
over to www.spawn.com for 
more details. 


He wants to kill you. How 


does that make you feel? 

























I TO THE DEATH 


ONE HIT WONDER 


Going through the arcade story multiple 
times unlocks extra options that expand 
existing modes. For example, the survival 
mode gets two extra modifications that 
allow you to play through using 
Deathmatch rules (one hit/counter¬ 
move kills) or rules that stop your health 
bar from regenerating between fights. 
Completing the arcade mode also grants 
new arenas, extra weapons and the 
ability to view FMV sequences from the 
main menu. If you want everything 
though, you still have to go through 
Weapon Master Mode. Twice. 



© Finishing 
story 
mode 
opens new 
options 
within 
other play 
modes 


^ Weapon 


Master 
mode 
tests your 
skills in 
various 
different 
scenarios 


■ • 
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"THE PAL VERSION OF SOUL 
CALIBUR S HAS RECEIVED A 
FRESH LICK OF PAINT IN 
MORE THAN ONE AREA" 





fighting game genre is 
'me computer Al. The 
Japanese version was knocked for a 
being too easy and Namco have 
addressed this problem. Of course, there 
is still a simple mode for beginner 
players, but knock it up a few notches 
and all of a sudden you really have to 
concentrate on what you're doing. In fact, 
some of the Weapon Master tasks are 
near impossible, with depleting health- 
bars, icy-surfaced fighting arenas and 
other such trickery to overcome. There 
are still a few bugs in there though. For 
instance, Talim's combos, which hit from 
both sides rather than the front almost 
always give the computer trouble on the 
earlier levels as it can't sidestep these 
attacks. Likewise, Astaroth's energy- 
depleting power moves nearly always 
work as a quick get-out clause. 

The practice mode does the job well 
enough, but after the perfect example of 
Virtua Fighter 4: Evolution it's a bit of a 


disappointment. A simple bar indicating 
how much damage you're inflicting after 
making an attack is no competition to the 
aforementioned game's expansive Al 
training mode that really showed you how 


the fighting mechanics worked. All the 
other extra modes are a welcome 
additions. The Time Attack, Team Battle 
and Survival modes are expected these 
days, but it's these elements that will keep 
you coming back months after the initial 
lustre of the Arcade and Weapon Master 
challenges has diminished. 

Soul Calibur 2's strongest element is 
the feel of the engine. Whenever you pull 
off a move it feels completely natural and 
the transition from player movement to 
character movement is very intuitive 
despite relying on button presses. These 
days it's very common to have a fighter 
that's absolutely packed with features 
and while sounding good on paper, they 
serve only to confuse once you start 
playing. A character with too many moves 
that essentially do the same thing makes 
things feel boggy. Not so with Soul 
Calibur. There's plenty to do in there, but 
the core engine allows you to approach 
problems in lots of different ways and a 
simple-to-execute action that will get you 
out of trouble is always at hand. A lot of 
people confuse tricky moves with depth. 
For masters of combat however, it's no 
big deal to simply bring your knee up 




















RING STING: Some of the arenas are far smaller than 
others, so try for a Ring Out as quick as you can. Be 
careful that you don't fall yourself though 



aggressively when neccessary. It's all 
about the timing of your moves and 
landing the hit. In a videogame this 
translates to the pace of your combos, 
and Soul Calibur gets this right, 
rewarding the player adequately. Its only 
on the Weapon Master mode where 
you'll buy huge swords that you can start 
halving energy bars in one hit. 

The PAL version of Soul Calibur 2 has 
received a fresh lick of paint in more 
than one area. As well as the improved 
Al there are lots of little details, an 
example being the way that when 
selecting a weapon for your character to 
use you'll be shown how it improves 
their stats by using simple arrow 
symbols. You'll also be able to choose 
between the original Japanese voice 
track and the new American one. The 
absence of mission descriptions on your 
second time through the Weapon 
Master mode is a little disconcerting and 
there are some noticeable framerate 
drops on occasion which don't happen 
with the Japanese code. However, such 
small hiccups can be forgiven when you 
consider that PAL players get a 
whopping three extra characters! 


Lizardman, Berserker and Assassin are 
more than simple palette changes with 
a couple of extra moves, each having 
their own specific style. (Though 
unfortunately, no moves list). The 
problem with them is that they can only 
be used in Practice and versus mode 
which is very disappointing. 

We've been playing Soul Calibur 2 in 
its various guises for a long time now, 
and there was an incredible ammount 
of bickering over who got to do the 
review. Like its PlayStation and 
Dreamcast brothers it's packed with 
atmosphere and a look of its very own 
that really makes discovering the subtle 
intricacies of combat a joy. It's 
accessible to first-time players, 
rewarding for experienced Soul Calibur 
veterans and with its explosive special 
effects, always a thrill to watch. What 
makes the prospect of a PAL release 
even more mouth-watering is that all 
your PS2 or Xbox owning friends will be 
able to provide competition, as it'll be 
on their machines too. If you've any 
form of self-respect then you'll be 
buying this as soon as possible. 

GARY 



BWRHSHM I. 

Like the Dreamcast game, you're not just limited to arcade and multi-player team 
battles. In fact Weapon Master mode makes up the bulk of the single player game. You 
travel across the world and explore dungeons, fighting enemies under special 
conditions that test all aspects of your skills. Progressing through the map earns gold 
which is used to upgrade your weapons and experience that increases your level. Every 
time you reach a certain number of experience points a new character, map or game 
mode is unlocked which you can access from the main mode. It takes around 20 hours 
to complete fully, which is impressive for a fighting game. However, the unlimited 
continue structure removes much of the tension. Exploring side-rooms in dungeons is a 
pedestrian affair, the rewards of which rarely justify the time spent completing the 
fights. Having to buy continues with your gold would have been a good idea. 
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CC SCII has 
been widely 
acclaimed as 
the best of 
the lot 


It not all 
swords and 
aggro. Well, 
it is really 




Far and away the 
best in the Mortal 
Kombat series, 
but lacks that 
Namco finesse. 


A BRILLIANT GAME THAT WILL 
LAST FOR YEARS IF YOU WANT TO 
TRUIY MASTER IT 


Reviewed: Issue IS 


CUBE Rating: 8.6 
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FINDING NEMO 


Tuna in for more details... 


can be hard to 

H Illil 111 l’l I VP review a ga me 
that's clearly aimed at the younger 
audience. You know they're 
supposed to be simple to make 
things easier, but there's a difference 
between being undemanding and 
just plain bad. Finding Nemo sits 
uncomfortably between the two. On 
one side it's a fine, enjoyable 
adventure through an underwater 
world, and on the other, it's a 
frustrating, uninspiring, repetitive 
platformer. It seems that during 
development, the big book of 
platform no-no's was taken out and 
checked off item by item. Bad 
collision detection? Exasperating level 
design? Overdrawn, tedious sections 
where you have to chase something? 
Here in their multiples. However, for 
all its faults the license and 
presentation really do charm. The 
characters are all wonderful (their 
voices have been recorded by the 
relevant actors) and there is a real 
sense of story progression from level 


to level. Despite the frustrating 
design (hit a mine and go all the way 
back to the start) you always have 
the incentive to give it another go, 
and the pacing is spot-on. As a 
game, it's above average and to be 
frank, flawless for children infatuated 
with the film. 

But - and this is the J-Lo of but(t)s 
here - this is clearly a PS2 game. We 
don't have any beef with ports when 
they're done properly, but the fact 
that this not only looks worse than 
the PS2 version (unforgivable in 
itself) and also suffers from the most 
horrendous load-times really puts it 
in a bad light. In fact, make that no 
light at all. Somewhere in Milton 
Keynes lies the dankest of all caves, 
dripping with a despairing loneliness 
normally reserved for retirement 
homes, and there, in the darkest 
corner of all is the Finding Nemo 
GameCube port. We're talking 2- 
minute load times between levels, 60 
second waits to get to the title screen 
after finishing a stage, and sometimes 


longer when interrupted with a cut- 
scene. The PlayStation2 version is 
cranking these out at around 20 
seconds. Let's look at the logic here. 
You've got one screaming child, 
who's just seen and enjoyed Finding 
Nemo. He or she has been blessed 
with a GameCube and you see this 
on the shelves. Perfect, no? Of course, 
children are known for their massive 


attention spans and are never 
instantaneous in their demands. 

Finding Nemo is a pleasant game, 
tough in places and if you're over 13, 
probably likely to be the cause of a 
few broken joypads in its flawed glory. 
Typical licensed material then, no 
worse or better than the last one was, 
or the next one will be. Rent this. 

GARY 


FINDING NEMO 


UnLI HE THE PRCIFIC. riDT PRRTI CL 1 LRRLV DEEP 

FINAL SCORE 
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Technically okay, there's a unique style 
but the video output is poor 

HUDID 

The soundtrack is suitably relaxing and 
the voice acting is tremendous 

GnmEPLnv 

Sometimes a delight, other times as 
frustrating as the worst platformers 

LiFESPnn 

It's a long game, but there are very few 
modes and no multiplayer option 

□ RIGinRLITF 

Echo the Dolphin meets Donkey Kong 
Country in a sardine tin 
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WE RE NOT HAVING TO FISH 
FOR COMPLIMENTS, BUT THIS 
ISN’T ALL THAT 
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ISSUE 24 

25.09.03-23.10.03 



Trade in your unwanted 
games, consoles, DVD videos 
or accessories OR you can 
sell your games for cash 

See instore for full details 


ITS THE 





WAY TO PLAY! 


game Nation® 

0845 345 0335 

www.gamestation.co.uk 
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■ TEN-YEAR CAREER MODE 


■ REAL AND FANTASTICAL COURSES 


■ NEW CHIP SHOT IMPLEMENTED 


Bunker shots call for some 
unorthodox stances 


® inFORiriRTian 


PUBLISHER: U 


. nevN addition 

„ame* theP ' 
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IN-HOUSE 


PLAYERS: 1-4 
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OUT NOW 

TBA OUT NOW 



TIGER WOODS 

PGA TOUR 8004 


I Golf - the last great bastion 
of the 'sports casual' look. 



Hit me with your rhythm stick 



issue 14 we reviewed last 
year's edition of Tiger 
Woods and it scored a cracking 9.0. 
Wonderful visuals, fluid control, 
complete satisfaction and an unbeatable 
multi-player mode, Tiger Woods 2003 
had, and still has it all. The big question 
is as always whether or not the update 
contains enough new features to make 
it worth further investment. 

The one real criticism aimed at last 
year's offering was that there was no 
tour mode. Considering the wealth of 
options available, this was a shocking 
oversight. Of course, there is always the 


possibility that EA left this out on 
purpose so they'd have something to 
shout about for the next edition, but 
that would be cynical thinking to the 
extreme. Whatever the reasons, when a 
game plays this well you simply won't 
care. There are endless arcade modes to 
play through which test your trick skills 
as much as your nerve and, more 
interestingly, a ten-year Tournament 
option. The other massive difference is 
the new Create-A-Player system. Unlike 
a lot of games this isn't a simple 'change 
the skin tone of and add some glasses' 
affair, but astonishingly complex. There 

















Orrr!: Before you can hit the tournaments you have 
to go through the tutorial that shows you exactly what 
you learnt in the last game, and you can't skip it! 



are tons of slider bars and numbers to 
play with, and they go into such a 
degree of depth that we reckon, and in 
no way actually tried to do so (Yeah, 
right - Ed), that you could create your 
perfect woman/man. Of course, only the 
saddest of the sad would try such a 
thing... obviously. Cough. 

This unique person can be tweaked 
at any time, and winning matches earns 
you dough which you can use to buy 
buy accessories for them like hats and 
socks. If this sounds a bit like playing 
with Barbie and offends your macho 
sensibilities then you also have the 
option to buy more points to spend on 
player stats and the small matter of 
better clubs. 

Like all good golf games these days, 
swinging the club is entirely analogue. 
Pull the stick towards you to bring the 
club back, and then push forward to hit 
the ball. When coupled with the player 
animation, this provides the perfect 
means of judging your shot. By rapidly 
pressing of the Z-trigger before you 
reach the apex of your swing you can 
also inject a lot more power into the 


shot, which is useful for those long 
fairways. As before, the curious mix of 
arcade and simulation elements means 
that you can apply spin while the ball's 
in flight, something that many purists 
may frown upon, but an essential 
addition to the gameplay. Although 
mainly used for correction when dealing 
with a crosswind, this skill is also useful 
for situations where the hole's 
surrounded by bunkers or water hazards 
and you don't want any unpredictable 
bounces. You can also rely on the spin 
of the ball to let it roll down a hill after a 
short shot so you don't risk overshooting 
the green. The result is an enormous 
degree of control over every aspect of 
your shots. 

Overall this is far more complete and 
polished than the last Tiger Woods. 
There's so much in here that it will take 
months to win everything. But, aside 
from the new options, does it add 
enough to the gameplay to make it 
worth purchasing? Well, yes, actually, so 
what are you waiting for? The fairways 
are calling! 



JUST FOR 
FUIMQ 

Connectivity is Nintendo's 
word for this year, whether 
you like it or not EA don't 
seem to mind though. If 
you purchase the GBA 
version of Tiger Woods as 
well as a GameCube copy, 
connecting the two 
together will allow you to 
move funds across your 
characters, and even unlock 
a special tournament in 
each edition. 
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CADDY TIP: 
SLIC^HTLEFT^ 
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£j\ Surely the perfect 
VSJr partner for your 
pocket pal, Tiger 
will ensure those 
long train rides 
pass in no time 

^ The handy 

Vi/ overhead view will 
help you to line 
up putts more 
easily on the 
small screen 
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THE BE5T EDLF ERfTIE VDU CHn GET 


An altogether 
more 'charming' 
experience. These 
two are very 
tightly drawn. 


□RiEinnuTV 

EA sports game with a number at 
the end. Err.., no 


A JOY TO PLAY AND THE CUSTOM 
OPTIONS AND TEN YEAR TOUR ARE 



GREAT ADDITIONS TO THE FORMULA 


GARY 


Reviewed: Issue 23 


CUBE Rating: 8.5 
























HAVING A BLAST 



See what team work can get 
you - lots of explosions 


■ Take out the fuel 
I dumps to roast some 
snipers and raise 
your Charisma 


TIME OUT 


Take cover 
where you 
can find it, 
desks and 
counters are 
just asking 
to be hidden 
behind 


Alternate history, 
Ruskies, vodka, 
guns and oodles 
of violence 


©inFDRmnnan 


an illusion, or is that 
!l!luF just a popular essay title 


FREEDOM FIGHTERS 


PUBLISHER: 111 


10 INTERACTIl/E 


5TRT5 

| TAKE ON THE RUSKIES 


■ BUILD A SMALL ARMY 


THEN GET THEM KILLED 


FREE AMERICA 


for university philosophers? Don't know, 
don't care. Guns are where it's at Guns, 
death and expendable team-mates. 

The premise is: we didn't win the war! 
No, Britain eventually backed down after 
Russia invaded Europe and won. Years 
later the Soviet Union invades America and 
it's up to you to take on the Commies and 
defend the American way. 

You play Chris, an average plumber but 
without the moustache or an Italian accent 
whose previous conflict experience 
amounts to wrestling with a dodgy 
wingnut He is suddenly thrust into action 
when his brother is taken hostage by the 
Reds and once accepted by the resistance 
he/you have to complete various missions 
to free America. 

By no means is this a Rambo III affair - 
you don't take on the Soviets on your own 
- instead you're assisted by up to 12 
fellow Americans intent on regaining their 
liberty. You start off on your own but by 
helping wounded soldiers and taking out 
snipers your Charisma level rises. Once full 


you can recruit more people and thus 
increase your firepower. And you'll need it. 
The streets of New York are teeming with 
invading forces - grunts, attack helicopters, 
APCs, even bunkers have been set up with 
armoured turrets. On the plus side there 
are enough guns for any occasion - assault 
rifles, sub-machine guns, Molotov cocktails 
and, err, a wrench. The wrench, a staple for 
any plumber, can be used for battering 
enemies and opening manholes to the 
sewers where, like mutant turtles, the 
resistance hang out and plan attacks. 

The enemy Al is impressive-ish. Shoot at 
them and they'll run for cover, but thanks 
to your guerrilla tactics it's relatively simple 
to outwit and out-gun them. The problems 
come from snipers who can kill with one 
shot So what do you do? One answer is to 
get your soldiers to attack or defend a 
position while you search the buildings 
looking for the sneaky, pot-shot-taking 
rifleman. But better than that is to take 
your personal army with you, kill the sniper 
and then all of you go and attack the next 
bunker. This you repeat until the end of the 
level. Bizarrely the levels only end when 


FI 


Another plumber becomes a hero 


FHEEDDdl FIGHTERS 





































HEADSHOTS ROCK: Having off-ed a pesky sniper 
grab his gun and get revenge by blasting huge holes 
in your enemies heads. Ha! 


© Helicopters f/SS Look it's 
are evil. another 

Soviet one - yoi 

helicopters need the 

are even rocket 

more evil launcher 


GET OVER HERE! 

BUILQ A TEAM BY SHOUTING A LOT 


See the circles below your health bar? That's how many team members you can 
recruit. Luckily these guys are completely subservient and obey your every command, 
well, you only have three different orders: Attack, Defend and Follow. Your recruits 
will perform these tasks with varying intelligence but they do get their own ideas 
about what you mean and more often than not they run in the complete opposite 
direction. This means you have to hammer the Follow button a lot in order to keep 
them with you. Still you can order them to take on a well-ensconced squad of 
Ruskie-lovers while you go and hide round the corner. Just keep an eye on their 
health levels, you coward. 


NO 


you hoist the American flag in place of the 
Commie one. Very patriotic, but how does 
a flag deter the enemy? "Oh, they've taken 
this building back, well that's that stuffed, 
eh comrade!" 

In most levels there are sub-missions to 
complete which raise your Charisma bar, 
some of which are necessary to complete 
in order to access another part of the level 
but some are up to you whether you 
complete them or not See, a little bit of 
freedom there. 

Unfortunately (back to philosophy now) 
this freedom is just an illusion. While 
there's scope for running down alleys and 
through buildings there is a definite route 
to follow. At certain points the next area 
will be blocked off by an attack helicopter, 
which you can't destroy without some 
heavy ordnance, but this is only provided 
when the game allows. Just shooting at it, 
getting your team to shoot at it or even 
using one of the gun emplacements, it will 
not go down. You then have to back track 
and find the correct route which, 
unbelievably, is marked off with invisible 
barriers. Take a wrong turn and you're 


stopped by the mysterious see-through- 
wall-of-annoyance. Fair enough, if you did 
have the opportunity to roam the city, 
you'd just end up in the red-light district. 

Where the game excels is the feeling you 
get while storming a warehouse with eight 
to twelve soldiers following your orders. 
Soon the enemy is silenced and you stand 
victorious, wading through the corpses. 
Where it fails is when your eight to twelve 
soldiers decide to attack an armoured gun 
emplacement and get cut to ribbons, 
leaving you calling them all the names of 
the post-apocalyptic day. 

The Multiplayer mode finds you, with 
a few team-mates each, taking on up to 
three of your friends and can be fun - if 
you have enough guns and medi-kits. 

Do you camp and snipe or go for an all- 
out blast? 

Freedom Fighters is a good third- 
person, team-building, shooter. But it 
needs more depth to the Al, longer levels 
and less linear missions. Maybe the next 
time the Reds invade the Yanks will be 
better prepared. 

TIM 



“BY NO MEANS IS THIS A 
RAMBO III AFFAIR - YOU 
DON’T TAKE ON THE 
SOVIETS ON YOUR OWN” 






































Where's the mouse? 



ADVENTURE 



/JN To infinity and beyond... with a 720° 
xjSJ nosegrab to a fakie thrown in! 


All your 

favourite Disney 
characters skate 
in a variety of 
arenas based on 
movie locations 


Buzz skates on 
a futuristic 
hoverboard, 
because that's 
the kind of guy 
he is 


PUBLISHER: ACTIVISION 


PLAYERS: 1 


10 BLOCKS 


Disney adopts the 
Tell your four-year 

licensing sometimes. We all love to 
play a Star Wars game now and 
again, but that's because LucasArts 
stick closely to the values of the 
license. So, what happens when you 
lose sight of those values? You end 
up with Disney's Extreme Skate 
Adventure. The game takes the most 
popular characters from Disney's 
recent movies such as Tarzan, Toy 
Story and The Lion King and places 
them in a skateboard adventure. 
Sounds like a bit of a cheap cash-in 
since Activision has merely adopted 
the Tony Hawk's Pro Skater 4 engine 
and inserted cartoon warthogs, 
elephants and spacemen into the 
mix. Have Disney license... will use it. 

On paper this doesn't sound too 
bad. The Tony Hawk's 4 engine is the 
best for skate games and everyone 
loves a cute cowboy, don't they? And 


Tony Hawk engine, 
old. 

it's a decent skateboarding game - it 
is after all Tony Hawk's in all but 
name, isn't it? 

Well it would be if the suits at 
Activision hadn't watered down the 
experience with such soul-destroying 
additions as manuals activated by the 
press of a button and auto-grinding - 
whenever you're near a ledge your 
character leaps on it uncontrollably. 

Okay, it's aimed at 'the kids' so we 
should go easy on it, but the 
inclusion of this auto-grind feature 
alone makes the game less playable 
than before. You can get round this 
corruption of the original handling by 
turning on the Pro Controls setting, 
but with less moves available and 
locations that are far too simplistic it's 
still only a pale imitation of what, if 
you're a Tony fan, you're likely to 
want/expect. 

Extreme Skate Adventure isn't bad. 
The gameplay is perfectly decent but 


bland, the controls are nowhere near 
as responsive as in a Tony Hawk's 
game proper and, frankly, Disney 
characters are the most annoyingly 
smug 'things' ever created. 

And then there's the soundtrack. 

We admit it, we don't know who half 
of these bands are and we don't care. 


Listening to this mid-Atlantic, nasal 
vibrato collection of S Club rejects is 
like having a fly stuck in your ear. 

Will kids like this stuff? Probably. Will 
Grandparents buy it for little Jimmy 
because he likes that Buzz Lightyear 
doll? Definitely. But is it a great game? 
Not really. 


IAN 



HSNEY’S EXTREME SKATE ADVENTURE 

TDnv HRWH'S WITH L.E55 COflTROL FUID ITORE COLOUR 


IJI5URLS 

Decent enough, but many levels lack the 
detail of other skate games 

RUDID 

To these grown-up ears, this 'music* 
sounds like hell 

EnmEPLnv 

The standard Tony Hawk 's structure, 
ahem, dumbed down for the kids 

LIFEEPRfl 

There are plenty of bonuses, tricks and 
secrets to unlock 

□ RIGIflRLITV 

About as original as most Disney movies 
apart from The Lion King, of course 


FINAL SCORE 


BY NO MEANS TONY 5 OR, EVEN 
4, BUT ENJOYABLE IF YOU’RE 
AGED FIVE AND UP 

































Man cannot live by bread alone 



PUCK OFF! 



k£k 'V 

NHL 


Crank the 'Fight' 
meter up to max and 
watch angry Yanks get 
slapping! 



Time to smack some pucks 



Such a casual look for someone 
causing so much pain... 






Well we can 
see the crowd 
- but where's 
the dude with 
the giant 
foam hand? 


The first goal is 
always the 
sweetest Now 
to start a fight 
That's what the 
crowd wants! 


® inFORmFiTiDn 


Pl!H USHER: ELECTRONIC ARTS 


EA SPORTS 


NHL 200 Q 


Da dum dum da da dum dum, Ice Ice baby 


E 


EA releasing 
updates of their 


sports titles every year since the 
dawn of time, it's fairly safe to say 
that they've got the development 
process down to a to a fine art. It's 
also safe to guess what to expect 
from the latest hockey instalment. 
After all, if you've played any EA 
hockey game over the last, say, four 
years then you're bound to feel at 
least a small pang of recognition and 
familiarity. Sure, this time round the 
ice rinK looks a bit shinier, the 
players have a handful of new 
animations and the commentators 
are spuuting a different range of 
witty quips. But to all intents and 
purposes this is just another update 
to include the latest players, colours 
and stats. Not that this is necessarily 
a bad thing - nothing was broken 
and needed to be fixed. It could, 
however be seen as a little bit lazy. 

However, let's not write it off just 
yet. EA has added more than just a 


new lick of paint to this venerable 
hockey establishment. NHL 2004 
has a huge feature that sets it apart 
from its countless ancestors - the 
NHL Dynasty mode. Essentially, this 
mode is a full-blown management 
sim - you control the finances (like 
ticket prices and the hiring and 
firing of staff), team line-up, talent 
scouting. You can even redecorate 
the MD's office! In true 
management sim style, you don't 
even have to play the matches for 
yourself, but after juggling all the 
figures it's nice to get a bit violent 
down in the rink (literally - thanks 
to a new and improved fight 
section) to take your mind off the 
bank balance. 

Obviously, not being one of our 
national sports, a hockey game is 
unlikely to have the same impact in 
Blighty as in the States and the 
masses of stats and figures can be a 
little terrifying to the uninitiated. It 
also takes - unlockable bonuses 


aside - quite a serious approach to 
the sport, meaning it can be a bit of 
a sod to score goals and beat the Al 
on the tougher difficulty settings. This 
is great if you want realism and it's 
the definitive hockey title if you want 
a true-to-life experience, but it won't 
convert those who like the frantic, 
flaming, lizard-man action of 


Midway's Hitz titles or anyone who 
couldn't care less who the likes of 
Palffy and Sundin are. However, if 
you want the most comprehensive 
and thorough hockey 
game/management sim you can get, 
then NHL 2004 is the place to turn. 
At least, until NHL 2005... 

SHAUN 


NHL 2004 

IF HIE WERE RfTIERICRn LUE'D WHOOP RflD HOLLER 


IJI5URL5 

Polished to the typical EA standard of 
shininess 

RLID1D 

We've heard it all before, but it’s still 
good. With rock too! 

EnmEPLnv 

Caters for the sportsmen and the suits in 
equal measures 

LiFE5Pnn 

How long does a hockey season last? 
Well at least until NHL 2005 

□ RIGinRLITV 

Well, its hockey - but a hefty 
management sim makes it stand out 


FINAL SCORE 




REALISTIC HOCKEY IN EVERY 
SENSE, BUT A LITTLE STRAIGHT- 
LACED FOR THRILL SEEKERS 
































...the next best thing 


• 180 PAGES OF 
ESSENTIAL GAMING 

• WRITTEN BY GAMERS 

FOR GAMERS 

• 30 PAGES DEDICATED 

TO RETRO GAMES 
EVERY MONTH 

Issue 10, on sale September 11 



Available from all good newsagents or call for a copy direct on 01202 200200. The award-winning multiformat magazine. 






"Alongside Halo in the 
list of Xbox Shooters 
you simply must own 


WORLD 

• AMI Or TNI MONTH 


Mace Griffin is Halo for 
Piaystation2. It’s that good. 


www.pegi.info 


Fight your^vay through a universe of huge corporations 
1 strange religious sects and futuristic gun-slingers?B 
Travel seamlessly from ground to space tracking prey? 
unravelling a deep and very dangerous mystery^H 
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Uh-oh, it's time for CUBE to get all interactive 
on your ass once again. Ooooh Mama! 


I 

N 


VIEWPOINT 

25 23 See, we do look at your letters. Read 'em and 
^3 C weep. We always do. 


CHEATING 

MONKEYS 

25 Rumours have been circulating this month 
S3 C3 that the monkeys are in fact robots sent back 
from the future to alter the course of history. They do this 
by banging into things and scratching a lot Most odd. 


FORUM FRENZY READER REVIEWS 

More choice cuttings pruned OS5 So you thinl1 V® 1 ^ ave an 

from the totalgames.net forums ZJw opinion, huh? Huh? Well let's 
and replanted right here hear it, or are you too scared? 


don't own it, ilu*(k th 


FORUM FRENZY 

The CUBE forums 
S3 "HP continue to buzz with 
activity. We only reveal ourselves from 
time to time, but we're always there, 
watching and grabbing the best 
bits for the forum page. And here 
they are... 

BEAT THE TEAM 

25CS The lads have spent most 
S3C3 of the month whacking 
each other about the head and upper 
body with large medieval weapons. 
Then they had a good play on Soul 
Calibur II. Boom and indeed boom! 

ADVANCE 

«The best new GBA 
I CEigames including Final 
Fantasy Tactics Advance and 
platforming fun with Starfi 2. 

Handhelds at the ready, and... begin! 

COMPETITION 

¥k ¥k More free stuff for the 
I "T price of a postage 
stamp. If you don't think that's a sweet 
deal you might want to go away and 
reassess your personal values. 
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VIEWPOINT 




SONIC SUCKS THE BIG ONE 


GET IN TOUCH 


DUDE, WHERE ARE OUR LETTERS? OH, THERE THEV ARE. 
SWEET. WHAT OOES MINE SAV? 


Dear CUBE, Is it me or have Sonic 
Team run out of Ideas. I mean is Sonic 
DX just an attempt to buy some time? 

When are they going to bring out a 
completely new Sonic Adventure actually in 
Adventure format unlike Sonic Adventure 2 
Battle which also came out on the 
Dreamcast Don't get me wrong I love Sonic 
games but I just wish they would stop 
bulls***ing us saying this, this and this is 
new strapped onto an old game. 

I'm not trying to slag off Sonic Team, I 
just think they've been sitting on their butts 
doing jack. What do you think? 

WILLIAM BURNS 

Dear CUBE, Hi! I am a regular 
reader of your mag and I would just 
like to say that it rules! But I have one 
complaint, You often advertise Sonic 
Adventure DX on the back cover where it 
shamelessly says 'Get ready for the greatest 
ever Sonic’. Best ever Sonicl I don't think 
so. Am I the only one who remembers the 
old Megadrive Sonic games? Those classics 
like Sonic, Sonic 2, Sonic And Knuckles 
where you could put Sonic 2 on top of the 


cartridge so you could play Sonic 2 as 
Knuckles, which was very nice. My main 
problem with this game is the fact that... 
sob) SONIC TALKS!!!! Sonic was never 
supposed to talk! It's like making Sooty 
talk! He has the most annoying voice 
EVER! And Tails sounds like he's 6! 

My second problem is the fact that you 
can complete it so easily, in the original 
games it was quite challenging to finish it 
all in one day, however in Sonic 
Adventure it is far too easy, I can 
understand the need to be able to save 
your game in this game but it could be a 
lot longer and definitely harder. My final 
problem is that Sonic's new look... well, 
it sucks. He looks like he took a pee in 
the wrong end of a wind tunnel! So I 
finish by asking the sonic team "WHAT 
DID SONIC EVER DO TO YOU TO 
DESERVE THIS!!!!!" 

CHRIS WALLACL 

CUBE: Sonic Heroes looks 
promising, but you should never 
believe what you read in adverts. 

Check out the review instead. 


You've got no excuse not to get 
in touch with CUBE. We're 
always waiting to hear from you, 
because we love you! 


Call the CUBE team any time between 
4pm and 6pm weekdays on 01202 209342. 


raFAx 

Or you can send your letter to us 
by fax on 01202 299955. 


Nintendo of Europe should do more to 
persuade the public to buy their console. I 
want in-yer-face advertisements I want to 
see adverts on TV, I want to hear everyone 
talking about the Gamecube, sadly they talk 
about the PS2 or even the Xbox. 

Also it's apparent that Nintendo has 
gone a little deaf of recent times especially 
when fans feedback about their games and 
their what seems a non-existent marketing 
campaign. I have e-mailed Nintendo of 
Europe many times concerning the matter, 

I never receive a reply. However, I e-mailed 
Nintendo of America about it too they did 
reply but they told me to e-mail NoE. I 
repeated this many times but it seems NoE 
aren't simply bothered what people say so 
there isn't much point. 

BUT that is where I'm wrong. I'm writing 


Sonic comes in 
for a bit of 
kicking this 
month, and a f< 
old topical 
chestnuts rear 
their heads 


few 


once more 


I DREAM OF LINK 

@ Dear CUBE, After reading all the 
letters about whether the new Zelda is 
any good or not, I have finally decided to 
voice my opinion. 

Now, this is not a rant on the good or 
the bad points of the game. This is just a 
description of why I feel the Wind Waker is 
a step forward from all other games. 

I was playing the game a while ago, and 
had just come out of the Nintendo Gallery, 
that small island just off from the Forest 
Haven. I was climbing that huge ladder, 
down to where the King of the Red Lions 
was awaiting my return, when I accidentally 
hit the "A" button, making Link lose grip of 
the ladder, and plummet to the ground. As 
he neared, and was around a metre of so 
off the ground, something inside me made 


me feel for him, like we were somehow 
linked, and my stomach did flip-flops, like 
when you're driving over a bump or going 
really fast downhill. It was such a weird 
feeling, one which I have never felt in 
association with games before. 

This is just one of my reasons for thinking 
The Wind Waker really is a true classic 
TNEO FRASER, EDINGTON 

CUBE: What a beautiful story. 


MARKET FARCES 

@ Dear CUBE, Thank you for writing 
up that article about Nintendo's 
excellent marketing campaigns, no I mean 
about Nintendo's non-existent marketing 
campaign. I feel Nintendo especially 


^LETTER 


CUBE Magazine, Paragon Publishing, St 
Peter’s Road, Bournemouth. BH1 2JS 

I] SMS TEXT 

We’ve got an exclusive SMS text service 
sponsored by Orange. Simply text us your 
question or comment on 07866 620761. 


To be sure they land in the right place, 
aim your emails at CUBE@paragpn.co.uk 


EMAIL 




















The CUBE SMS texting sen/ice is brought to 
you courtesy of Orange. For more information on 
Orange's range of wirefree™ games log on to 
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orange] www.orange.co.uk/multimedia 
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BIG UP OURSELVES 


3AMES BASED ON FILMS ARE CRAP? GOSH! 


/TvDear CUBE. I may have been reading Paragon mag's for many ages, but I have 
'3' never written in, so I would first like to commend Miles for doing such a great job 
of taking over after the Legend of Simon Phillips. Hang in there man! I'm a big Ninty Fan, 
and one of my all time idols is, of course, Shigsy, but I'd just like to comment about the 
industry nowadays. It is becoming far more flexible, that's why games such as CTA are 
doing so well, but why do people compare the gaming industry to the film industry? 
THEY ARE TOTALY DIFFERENT. Good films do not make good games, as shown in the 
many rip-off games that are based on movies. One may say that it's because it has crap 
developers, like Vivendi Universal etc, but I don't think so. Games are based around 
interactivity, that's why long cut-scenes are disliked by many gamers, and films are based 
on the viewer's emotion to something being shown to them, but are unable to change 
or in anyway show their emotions at the moment (bare with me). So, well, there you 
have it. Oh, while many people are complaining that their closest gaming store has a 
total disregard for the Gamecube, here in Brighton, the Gamestation is fanatical about it. 
As soon as you walk through the door there is a massive Gamecube stand with all the 
latest games, not right at the back with games like Batman etc and all the staff talk 
wildly at how amazing the Capcom 5 look, and the graphics of Metroid Prime. SO, the 
Gamecube is not dead, as many people have been speculating, many fab games are 
coming out like FF: CC and Mario 128. Rogue Leader 3 is looking AMAZING!!!! 


CUE Film conversions are generally crap because developers know they'll 
sell regardless and they tend to be churned out Enter the Matrix was a step in the 
right direction, unfortunately, like the film, it's just a load of hot air with no 
substance. Now, if we could just wipe that smug look off Simon's face. 


SI L-v 



to you to so you can (using your journalist 
powers) shove your article and your readers 
views in their face and try to make them 
realise that marketing is important and it is 
that which will sell a console NOT this silly 
connectivity idea. 

Many forums are doing anti-NoE posts and 
making up petitions to send to NoE so they 
can realise what their problems are and how 
to deal with them. 

I totally agree what you said though and I 
hope you can give us some ideas or do 
something yourself so Nintendo will listen and 
create a decent marketing campaign. 

After all I'm fed up of seeing poor sales, no 
adverts and such like. Oh well maybe they'll 
learn one day... 

DANIEL SMITH 

CUBE: The problem is that NoE is totally 
hamstrung by Nintendo of Japan, and since 
the CC is still flying high out there (it was 
the biggest selling of all the major consoles 
in the week prior to writing this), they don't 


concern themselves so 
much with Europe's plight It's a topic that 
keeps coming round, but Nintendo simply 
doesn't hold Europe in the same regard as 
they do Japan and the US. As for our 
journalistic powers, four of us can fly, three 
can shoot lasers from their eyes and one, 
well, he's just good with knives. 


FUTURE BOY 

© Dear CUBE, The dark age of games? 

Really? I don't think so. I'm 18 years of 
age and I'm going to Art college in September 
eventually hoping to become a games 
designer. Maybe because I've tried to study 
games a little in my free time have I learnt to 
appreciate all consoles. My roots remain firmly 
in Sega yet to say that Sony has soured the 
industry is quite a one-sided argument. By no 
means is this an attack on Nintendo or even 
Microsoft but the PlayStation and indeed Sony 
did change the industry but for only what I 
feel, for the better. Look at the industry as a 


games player and not a "my console is better 
then yours" view. The industry although at the 
moment at a low (one word: connectivity), I 
feel the industry is yet to really kick off, not 
just in terms of its place in society (we're still 
nerds/geeks) but as an art form. Despite our 
greats like Shigsy or Hideo Kojima as well as 
the many others, I don't think we have found 
a good story teller like James Cameron or 
Spielberg. I don't think there are enough 
franchises being created, just sequels or 
games taken from films. The first steps to this 
new age of art shall we say, I believe were 
mostly taken by Sony, by pushing for the 
three dimensional. We possibly could have 
had no Resident Evil, Final Fantasy and 
Wipeout 2097 (a personal landmark in design 
for me). 

So I think before people do start slagging 
off other consoles, they need to remember 
that they all help each other to develop and 
that its not about a console war. You lose out 
by not playing other consoles and that the 
Dreamcast was the best anyway. Just kidding. 
JAMES DE6EN 

CUBE: We always aim to offer a 
balanced perspective, and sometimes to do 
that you have to speak exclusively from 
one standpoint or the other. If you read 
back through the last few issues of CUBE 
you'll see we've tackled such issues from 
both sides, but as gamers we enjoy good 
games whatever the system. We've been 
playing Halo, Jak 2, Time Crisis 3 and 
Knights Of The Old Republic to death. It 
would be great if they were on CC, but 
the fact they aren't doesn't stop us 
playing them. The problem for a lot of 
people is that they don't have access 
to other consoles. Still, on balance 
we'd take our CameCube's over the 
others any day. 


TINGLE TIME 


Dear CUBE, 


After reading the texts in issue 19, 


I thought I would rectify one of the 


answers you gave to the 


person who wrote in about 


a blue Tingle in Wind 


Waker. You said no such 


person exists, but if you use 


your tingle tuner on Outset 


Island, you'll eventually find 


a blue elf called Knuckle, 


Tingle's brother. Knuckle is a 


little annoyed as Tingle 
scribbled over his totem pole 
with crayons. If you then 
complete Knuckle's challenges, he 


gives you a GBC tingle tuner, which 


allows you to buy all-purpose bait 


whenever you want. One last thing. Do 


you know when Call Of Duty will be 


released in Europe? The video clip looked 


pretty good. 


CUBE: Spotters badge for table five. 


We want y wr text! 


@ 1 DOITT LIKE THE ffiCT THAT 

sonic heroes is cofiuno OUT 
FOR PS2. 00 YOU? 

CUBE: Ule’re not losing too much sleep 
over It. 

© GflmECUBE IS PURE GEHIUS BUT 
OIHV 00 IDE HflUERLL THESE 
-! GRIHES FOR 4YR OLDS LIKE DOSHin THE 
f GlftnT? 

CUBE: 4yr olds haue rights too. 

I- mv TEXTS m REUER PUBLISHED 

[j \ZJ CUBE: And they never u;ill be. 

@ I’UE HEARD RUI110URS THAT 
IHETROIO PRimt 2 miGHT BE 2D, 
PLEASE TELL IDE ITS nOTTRUE 
CUBE: Ulho knows or dares to dream. 

@ UIILL THERE BEATIHIESPUTTERS 
3 on THE GAmeCUBE 
CUBE: no connrmalion of anything yet. 

@ 1 LOUE HAMSTERS. R SEGA AnD 
AU GOinG TO RELEASE SUPER 
HAmSTER BALL THAT LUUD B COOL 
CUBE: There’s always Ham Ham 
Heartbreak on GBA. 

@ DO YOU KROUl Anv GOOD 
lOEBSITES TO BUY W1P0RT 
USA/JAP GAmECUBE GAIDES? 

CUBE: www.jpngames.co.uk 

@ H0UI DO YOU GET THE BLACKBIRD 

suit on pno3 ujHEn you Finisn 

THE GRIM ? 

CUBE: Start the game again and it will 
be available at the first save point. 

@ I’UE nOTICED THAT PEOPLE D0m 
REALISE THATnmTEnDO IS ALL 
ABOUT CARTOOn GAAIinG 
CUBE: metroid Prime. Eternal Darkness. 
1080° Avalanche, Geist, F-Zero GK. 

Ulave Race: Blue Storm... 

@ BLAKE CARRinGTOn IS A FOOL. IF 
mETROlO PRimt UJAS LIKE HALO 
IT UI0ULD SUCK. 

CUBE: Surely if it was like Halo it would 
be wicked, in the same way that Halo 
would be wicked if it was tike metroid 
Prime, on account of both of them being 
wicked! * 
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www.totalga 
an itching to 

If there's 
something on 
your mind 
that you think 
the rest of the 
Nintendo- 
playing world 
should know 
about, here's 
the place to 
vent your 
spleen. 


HONOURABLE 

MENTIONS 

People that shouted loudest 
over the last four weeks 

Bmxgamer for 
being on the ball, 
the_evil DrShoe 
for vaguely 
reminding us of 
The Shoe People, 
El HadjLDiouf for 
doing so well in 
his exams, Majora 
for having great 
taste in films, 
Number45 for 
advertising The 
Evil Dead, and 
Brain Bloodaxe 
and feltmonkey 
for dishing out 
the love. 



mes.net is the only place to be if you've got 
talk about Nintendo's super-console. 


TOPIC: GAME ENDINGS!! 

> ^ Author: THAI 

• I don't know about you guys but game 
endings are getting me down. 

You spend up to 40 quid to play a game for 
sometimes up to 20 hours or more and most 
times get engrossed in the story and enjoy the 
twist & turns that it may produce. 

You realise you're not far from the end... so 
you put in that extra effort to finally complete 
the last mission or defeat the final boss only to 
find out the ending is a complete let down. 

This has been the case since as far back as I 
remember as I have been a gamer for a very 
long time (since the Atari 2600 to be precise) so 
I suppose if I was honest the endings are 
gradually getting better as back in the day all 
you got for your efforts was a big black screen 
with the words CONGRATULATIONS across it. 

But I still find them these days either 
completely irrelevant or just not up to scratch. 

Most title sequences are better then endings, 

I understand that you have to grab someone's 
interest but come on what do you get as a 
reward for slogging for hours on end?? 

Not much! 


e Author: KiyuriMiro2 

I was REALLY disappointed with the ending 
to Wild Arms 3. After everything that they had 
fought to protect that lame ass ending is given 
to you! Made me very mad! 

^ CUBE: Blimey, at least the game 
doesn't make you start all over again, 
albeit in a far tougher form like Capcom made 
us do once... 

TOPIC: 007: EVERYTHING OR NOTHING 

• • Author: CubistFoster 

• So what do you think so far? Nightfire was 
good, but will this equal GoldenEyel 
And what about all the cast? On that 
CUBE DVD it looked and sounded nothing 
like Pierce Brosnan. .. 


®® Author: FlameofBlaze 

—' I'm not sure about the conversion to third 
person. It might take some of the thrill off being 
Bond. And you're right, it sounds nothing like 
him. I've never heard Bond say "I'd wager" 
either. 


• • Author: Neio2 

v —' Then again it's quite rare we see Bond 
carrying a pistol, four automatic weapons, a 
shotgun, a heat-seeking rocket launcher, a 
remotely guided rocket launcher and a sniper 
rifle, then storming a base and single headedly 
slaughtering 80+ enemies is it? :D 

o • Author: VryKyl 

v —' Other than ColdenEye I haven't enjoyed 
any of the Bond games, they all feel very 
wooden and are mind numbingly boring. 

Agent Under Fire was particularly awful. 
Nightfire is a step in the right direction but still 
a long way off being a must have. 

As for EON, well I'm not going to hold my 
breath, not after all the rubbish third person 
action/adventure type games that have 
flooded the market of recent crap like Blood 
Rayne and the nausea inducing Dark Angel. 

Oh and lets not forget the wonderfully 
playable, genre breaking Tomb Raider AOD. 
(♦Note sarcasm). 

But, I'm a Bond fan so here's hoping eh? 

CUBE: We like what we see so far, and 
taking the view away from Bond's eyes 
may just help the game break away from the 
'It's no GoldenEye' criticism.. 

TOPIC: WHY GIRLS ARE EVIL 

0® Author: bananaman 

—' Scientific proof 
Girls = time x money 

Every 1 knows that time is money (time = money) 
So girls = money x money (money squared) 
Every 1 knows that money is the root of all evil 
Square root of evil is money 
So girls = evil 

(A girl told me this, I didn't make it up) 


WHERE IT’S AT! 

To find out what all the fuss is about why don't you 
check out the forum yourself - if you haven't already, 
getting in on the action couldn't be simpler 


STEP ONE: 


Get yourself online. It's fairly simple - most PCs and 
Macs these days are Internet capable, whether they're at 
school, college or in the library. Tempted to surf the Web 
at work? Check carefully what your company's Internet 
policy is first - it might be a better idea to go to an 
Internet cafe. If you're very lucky, you might be one of 
those people who have a computer at home. 


STEP TWO: 


Type the following into the Net browser window: 
www.totalgames.net/fonim/ This will give you read¬ 
only access to the forum. To get in on the fun you'll have 
to register - you can do that by clicking on the cunningly 
titled 'REGISTER' icon at the top of the page. Fill in your 
details, choose a name and then wait for a password to 
be emailed to you (which will arrive in no time). 



Er, that's it. . Thousands of you have already joined in, so 
it's obviously pretty simple - heck, even the CUBE 
team managed to register first time, and if you're lucky, 
you'll get a chance to speak to us there! 


Author: Super Al 

'Ll' I like girls, and would be completely lost 
without them. Although it is girls that cause you 
to have that strange, nice and slightly weird 
feeling in your stomach when you think about 
being with certain girls. They can also affect your 
decision making logic, and cause you to feel 
other things which generally make you hurt 
inside. They make things complete though. 


- CUBE: Everybody give Super Al a nice 
* big hug! 
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THE SIMPSONS: 


PUBLISHER: 
DEVELOPER: 
ISSUE REVIEWED: 
CUBE RATING: 


THE SIMPSONS ROAD Rage isn't the 
worst game I've ever played and I know 
EA are capable of much better games. 
It's got huge lifespan and gameplay but 
it's not one of the games that attracts 
me to my GameCube. It also has a 
great two-player mode and one-player 
Mission mode but it's the Road Rage 
mode that made me buy it. The 
graphics aren't bad but compared to 
EA's best games it's like playing Bob 
The Builder. A Crazy Taxi wannabe 
really, but lots of characters to be 
unlocked. If there is a sequel they have 
a lot to improve. Good job this game 
was £30 because if it were £40 I would 
be hitting myself on the head. 

(Daniel obviously had enough of slating 
RR and left his review ten words short, 
so here's a few to fill: spondoolix, figgin 
and, oh we don't know, kwyjibo.) 

DANIEL TOWEY, DROITWICH 


PUBUSHER: 

MIDWAY 

DEVELOPER: 

IN HOUSE 

ISSUE REVIEWED: 

9 

CUBE RATING: 

7.2 


REDCARD IS AN enjoyable take on the 
beautiful game that sees you battle it 
out against the world's beast teams in 
the world's best stadia! 

This game is not without its flaws; 
certain team players, Brazil being a good 
example, are referred to as player 1,2,3 
etc when teams such as Lithuania's are 
referred to by their names. 

The dolphin and ape teams add 
variety and contrast to the game. As 
with most football games the 
commentary suffers from the inevitable 
repetitiveness. 

The goalkeeper must be short 
sighted, as he seems to not be able to 
cope with shots from a distance as they 
regularly result in goals. If you can 
manage to look past the flaws, Redcard 
is an excellent and unique take on the 
world's most popular sport! 

SARFARAZ ANKRAM, LANCASHIRE 


WARM WORLD 


PUBUSHER: 
DEVELOPER: 
ISSUE REVIEWED: 
CUBE RATING: 


NINTENDO 

TREASURE 

22 

6.2 


AFTER WAITING EAGERLY for a Christmas 
release, then a June release, it's finally 
here. But was it really worth the six 
month delay? When I first played it I 
would have agreed. With the simple yet 
rewarding puzzles, out-of-this-world 
fighting and the challenging Mario 
Sunshine style platform bits it was 
perfect But there was one big flaw! The 
total game time was very little over 
seven hours and for £40 you are left 
asking yourself: was it really worth it? 

And this leads on to the big question: 
are we doomed to short yet fun 
Nintendo games? ( Luigi's Mansion, 
Pikmin...) although through its painfully 
short length it was still great Probably 
better to buy during a clear out sale or 
pre-owned because it's just not worth 
£40. If it were doubled in length it would 
get a score of 9.5ish, but instead gets 7.7 

ANDREW CURTIS, NORFOLK 
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WIN 




Win! JOYTECH kit to give your 
GameCube that extra sparkle! 


SOUL CALIBUR 2 has 

finally arrived, as if you 
hadn't already noticed, and 
you only have to paw over 
Gary's review on page 76 to 
realise exactly why we're all 
so excited this month. The 
GameCube has been short 
of a top notch beat-'em-up 
for far too long now, but not 
anymore. To celebrate this 
momentous occasion the 
team have spent hours 
hunched over their TVs 


racking up the best times 
and wins that they possibly 
can. Following the popularity 
of our F-Zero challenges, this 
month we're dedicating 
these pages to the beautiful 
game. Reckon you can beat 
the boys? If you do, then 
there's a chance you'll find a 
4MB memory card, two 
controllers, a GBA link-up 
cable and a gold RGB cable 
courtesy of Joytech on your 
doorstep. Wonderful, eh? 


THE WINNER 


Lee Carter managed to equal Byron's efforts this 
month, racking up 500 points to win on the Ruby Cup. 
Not many people managed to beat our times though - 
obviously we're just so much better than you lot! 
Considering the amount of time we have to actually play 
the games (the mag doesn't write itself y'know), we're 
more surprised than you are! 


■ CHAUENl 


!GE ONE: 


RUBY CUP] 

boo 8 

■ hhbhIi 
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VOLDO 


TOTAL 

TOTAL Tlf 


TOTAL WINS 


WHAT A PICTURE 


UJHRT R PICTURE 


CHALLENGE TWO 


CHALLENGE FOUR 


%V 


^ 4 ^ 

• E- 3 J, 


TOTAL WINS 

TOTALTIML 10 25 *16 


MITSURlfQ! 


G5* 1 3”66 


31 


EXTRA SURVf 


(y k ~ . r>EATH,r^ 

WmWk%m 


-‘W - , 

WINS^ 


XIANQHUA 


CHALLENGE ONE 


□□□□□ 


EXTRA TIME ATM 

f Al.TEANAT 


ff 

'AL TIME 


CHALLENGE THREE 


TO THE DEATH 

Set the difficulty to normal, head into Extra 
modes, Survival and then Deathmatch. This is 
Gary's favourite mode and, after an entire day of 
chucking his Wavebird around, he managed a 
measly 31 wins. Obviously not got the hang of 
counter-attacks yet, has he? Lets see how much 
better you can do. 


EXTRA SURV!^ 
NO RF.C.OVIv 

■jML 1 £&» 


X&92 
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TIME TO DIE 


Head into the Extra modes, into Time Attack 
and select Alternative. (Make sure you're on 
normal difficulty). This is what Byron's been 
doing for the last few days and he thinks that 
he's set an unbeatable time. Of course, you lot 
will probably rip it apart - but we'll just tell him 
that that's life! 


BYRON'S TIME 


—-- • ' , , ... , 

HE WILL SURVIUE! 


Once again we're on normal difficulty in 
Survival mode but this time No Recovery has 
been turned on. Now this is a tough mode as 
your energy bar won't fill up between fights. For 
the hardcore only, it's natural to see that Miles 
hit the unluckiest number of them all. Go on, 
show him what a loser he is. 


Right, so you've played like a madman and finally 
managed to beat one of our challenges - so what do 
you do now? Well, you'll need to get a photo of your 
accomplishment or, better yet, record the whole thing on 
video so that we can check it out for ourselves. If you're 
going to be adventurous and record a video, please be 
warned that we can't return any tapes sent to us. Those 
of you sticking to regular photography though might 
want a few tips on how to snap the perfect piccie. .. 

■ Turn off all the lights in your room so that you reduce 
the chance of light reflection on the screen. Also, turn 
down the brightness slightly on your TV to reduce any 
glare that the camera might pick up on. 

■ Switch off the flash on your camera - the light from 
the TV will be more than enough to illuminate the 
picture, and besides, the last thing you want is to have 
your photo ruined by flashing out the screen. 

■ Take several pictures, in case your first few turn out to 
be duds. No picture means no prize .. remember that! 

Be warned - photos sent by email are NOT acceptable, 
as they can be doctored in any bog-standard paint 
program. People who use cheats or NTSC copies of 
games to get a better score (unless you're entering the 
import challenge, of course) will also be scorned and 
most likely ridiculed within these very pages. Finally, 
please note that we will NOT be able to send back 
anything that you send in as proof of your score - those 
of you who've been asking us for videotapes back or 
even sent in the only memory card you own, please 
take note of this rather important point 


For this challenge you'll want to go into Extra 
modes, Survival and then Standard. We've heard 
tales of some people slicing their way through 
200 opponents, but the most Chandra managed 
was 53 - and that was after a whole morning of 
practice. As before, this was completed on 
normal difficulty. 


CHANDRA’S WINS 


GARY’S WINS 


WHEELS OF FIRE 



























































Hey! Hey! They're the Monkeys! They like to monkey around! Especially when it 
comes to videogames. Bad weather is upon us again, and Bournemouth now 
resembles the rain-swept lands of Onkin-Grasha, which is where they came from! 




F-ZERO GX 


It's probably the fastest game to date, and one of the hardest on the GameCube, but well 
worth the effort Check out all the cool stuff you can unlock: ^ 


UNLOCKS: 


HOW TO...? 


Diamond Cup 


Master Class 


AX pilots 
AX Machine parts 


UNLOCKS: 


F-Zero AX Racers Complete Story mode on Spade 


Hard difficulty. 

Place first on all previous 
cups on Standard or 
Expert difficulty 
Place first in all cups on 
Expert difficulty 
Complete all Story modes 
on Very Hard difficulty 
Complete Story mode on 
Hard difficulty 


Dark Schneider 


AX tracks 


AX Mute City 
Sonic Oval track 


HOW TO...? 

Complete all Story 
mode tasks on Hard 
difficulty 

Complete every task in 
Story mode 
Place first in all AX 
tracks, or complete all 
Grand Prix tracks on 
Master difficulty 

Place first in the AX cup 



ENTER THE MATRIX 


It may be a so-so game, but there's a lot in there. 

UIUCK LEVELS 

Complete the hacking mini game and meet Spark by typing in 
'Handshake.' Spark will now unlock the sparring levels, which are 
selectable by retiring to the Main menu, loading the game you hacked 
on and scrolling to the left on the level select screen. 


B: FOLDER: Access B:\Tools and input the password as 'OOOOO'. You'll be 
able to work out what to enter from here. Eventually you'll be in the 
B: drive. Here's what the .exe files do: 


Play.exe 

View.exe 

Drop.exe 

Decode.exe 

Virtual.exe 


Tracekill.exe 


View game FMVs 

View characters, biographies, cars, maps and guns 
Drop weapons into levels. Weapon and level 
codes must be known. 

Allows you to decode enterthematrixgame.com 
and thematrix.com 

First enter your password: 'Frozenfish'. Now you'll 
be have to play a small game. Get the colour red 
to proceed into the virtual drive. 

Type this if you select BLUE during your 
virtual.exe session to reboot the system. 



Calls cost £1.50 per minute at all times. Call charges will appear on your standard 
telephone bill. Please seek permission from the person paying the bill before calling. 
Operating hours seven days a week, from 8 am till 11pm. if you have any quenes 
call the customer helpline on 0870 739 7602 


GAMECUBE HINTS. TIPS AND CHEATS 7 DAYS A WEEK! 
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CHIMP’LL FIX IT 


■ nan* 


iJjN Groovy lookin' but very s 
xOr a bit like Chandra really! 


shallow. 


International 


START, A, A, A, Y, Y, Y, X, X, X, START 

START, A, Y, A, Y, A, Y, X, X, X, START 

START, A, A, Y, Y, Z, Z, X, X, START 

START, Z, A, Y, X, Z, Z, Z, START 
START, Z, Z, Z, Z, Z, Z, Z, Z, Z, Z, START 
START, A, X, Y, Z, A, X, Y, Z, START 

START, A, A, A, Y, Y, Y, X, X, X, START 

START, A, Z, Y, X, START 
START, A, Y, X, X, Z, Z, X, Y, A, START 
START, Y, Z, Y, Z, A, A, START 


/> 


Hitting girls isn't nice, kids, 


so don't do it 


Tournament 
Many Power-Ups 
Invincibility 
Conversation Mode 
Turbo Mode 
All Chapters 
Intercontinental Mode 
Second skins 
Unlock boxers 
Dump environment 


You're goin' down 
chump, stick and move 


Games are supposed to be challenging, but sometimes they can 

just be annoying. The Cheating Monkeys just happen to be super, gamers, (the rumour is that 
they were genetically grown from one of Craig Charles' skin flakes) and so they're perfect for 
your woes. Well, that is, when not screeching or picking fleas from each other's scabby hides. 
But still. Send your (gaming) problems to: Chimp'll Fix It. CUBE Magazine, Paragon 
Publishing, Paragon House, St Peter's Road, Bournemouth, Dorset, BH1 2JS or drop them an 
email at cube@paragon.co.uk. All other problems should be addressed to Auntie Byron. 


© Why does everyone like 
Mario more than me? Sob.. 


© No amount of attitude is going to 
make that eet-up look cool 


YOU’RE MY ANGEL 

Dear Cheating Monkeys, 

Hey Cheating Monkeys! I need some help with 
Sonic Adventure 2 Battle. In the Chao World, 
how can I raise an Angel Chao? I have 
encountered them in the Challenge Race, and I 
really want one. 

Cheers. 

PS If only there was a Monkey Chao. 

RORY QUINN, POOLE 


GENIE IN A BOTTLE 

Dear cheating monkeys. 

On The Legend Of Zelda: The 
Wind Waker I completed the 
game and every single 
possible side quest that 
exists in about 3 weeks and 
a half. I've got all the hearts 
and heart containers, 5000 
rupees, my sea chart is 
complete, I've got all 
treasure charts and 
treasures and I've also 
got every single item 
except a minuscule, 
ridiculous. Bottle Yes it's 


The monkeys say... 

"O/i dear, oh dear, oh dear. Okay then, we'll 
see what we can do. Well as you know, you 
get the first bottle automatically; the second 
is situated in an enemy submarine near 
Bomb Island; you'll have to buy the next one 
for 500 Rupees from the shop that appears 
on the red map as a helmeted Terry, and the 
fourth is a little trickier. After saving your 
sister, make your way to Taura Island and 
hang around the Auction at night. You'll see 
a girl skulking around, who you should talk 
to. After she runs off, follow her, making 
sure to keep out of site, and then grab her 
while she tries to open the safe. Simply tell 
her that she's wrong and you'll be awarded 
another bottle. 


VERY REVEALING! 

Dear cheating monkeys. 

It may be an old game but I've only just started 
getting into Eternal Darkness. I got it for my 
birthday near its release date, but I had far too 
many other games to play! Chapter 8 is giving 
me a headache. I'm right at the start, having 
walked down a few ladders and killed off a few 
zombies. Now I'm a room with a pit of lava, a 
podium and a key. What do I do? 

ANON 


The Monkeys say... 

"Remember that Magick stuff? Or, more 
specifically, your 5 point reveal invisible 
spell? Cast that of the opposite colour from 
that on the podium and watch a bridge 
appear before your very eyes! Walk across 
this, grab the key and the Sapphire Effigy 
from its recess in the wall and make your 
way back up the ladder. Easy, eh?" 


The monkeys say... 

"We'll help, but only because you're a local 
lad! There are several steps that you'll have 
to follow in order to gain an Angel chao. 
Firstly, grab a chao that is at its third 
incarnation at least and who has eaten just 
one of each animal during its child life 
stage. No more than this. Then simply let it 
grow along the evolutionary path you 
require (Hero alignment will turn the Chao 
into an Angel, Dark will go to Devil and 
Neutral will turn to Chaos) and wait it out. 
One thing to remember is that Angel chaos 
are invincible, and cannot mate. 

PS That just wouldn't be fair on the others, 
now, would it? 


true just one bottle. I forgot where and how I 
got the other 3 so could you just tell me where 
to find them all... Pleeeaaaase! 

YUAN HU, VIA EMAIL 


BLACK S BRUISED 

UNLOCK ENTER INTO CHEAT CODES 


















IKARUGA 


1 NV61-1BDU-PC3ND 

2 7318-9R3H-R6G5F 

MMHHi 

1 QZTC-5XFA-PHWMP 

2 G2CV-1JRV-AZ4RQ 


1 KH43-W61 D-l VYAQ 

2 GUU7-F4M0-GKWZ7 

1 OT7T-ODF9-DQ5NA 

2 HAPZ-G6F1-5R4P9 


1 PKEH-D0F6-5P3HU 

2 9WC6-U135-YJYFT 


1 BDBM-NR91-TFXNE 

2 IQQ1-EZPB-J5R81 


1 XRVM-AFBN-CHTCD 

2 76JC-QTWD-U2JC5 


1 3RBW-4DBF-9AK66 

2 X4EZ-6606-8ZYT5 


2 JDTM-ZF0E-FDH9G 

3 JUCG-FXN3-75NNX 

Have Empty 
Bottle 3 

1 RW94-PVTR-6137V 

2 DQ1U-1ABH-F0288 

3 MG05-C9VD-YP1KD 

Haw Empty Bottle 4 

1 YAYF-MK08-8H43V 

2 30JC-59GY-4W3RZ 

3 R89Z-HFTJ-VFFXW 

BOSS KEY, COMPASS & MAP 

fefc» Tn* 

1 VOAA-XXVX-BGPA 

2 XTUU-2ADU-AHJOX 
Dodougo’s Cavern 

1 69G9-0BV0-GGAYC 

2 6092-8EXN-UXJAG 
Jabu's Beflf 

1 2DJG-44Y6-D54C7 

2 VZVQ-5G3V-Z5JKA 
Forest Temple 

1 VN4R-JP8N-FYC61 

2 4RCZ-FH8K-9GTK8 
Fire Temple 

1 0UT0-66J1-VBKJ7 

2 57XE-JXZE-1P2FB 
Water Temple 

1 TMQ7-WCGE-HU6Q3 

2 U8VJ-1V64-8JRKJ 

Ice Cavern tHHHI 

1 E8Y8-EQ6B-7ZT5C 

2 PETE-27JZ-DF12X 
Spirit Temple 

1 FWM-XT76-FD9JG 

2 RNM1-2PT7-YG52A 
Shadow Temfie 

1 628C-3RQZ-632NU 

2 39TG-29YV-15 BQ 1 
Bottom of Well 

1 U EZF-EXWE-M0ZM4 

2 G55K-HMU1-251JV 
Canon's Castle 

1 H4RC-1D43-7KJWN 

2 5Q51 -M161-XT39M 


EMPTY BOTTLE 1 CONTAINS: 

Rad Potion 

1 MXM N-ROE1-JZ834 

2 48EP-ZKN8-DVXG6 

3 EW5D-Q6CD-JNPDD 
Green Potion HHHi 

1 6V0X-4XMC-B313B 

2 ZC93-NH9R-AKE7B 

3 T7A3-ZY0U-F6W7C 
Blue Potion 

1 VXVM-Y1PP-PE7UE 

2 48EP-ZKN8-DVXG6 

3 51X5-CHGO-EWPQ7 
001X161] fairy 

1 CHUU-B50H-DRJ3J 

2 48EP-ZKN8-DVXG6 

3 EMB3-2M6K-69PRG 
Fish 

1 YH8M-3Q12-JT3WG 

2 48EP-ZKN8-DVXG6 

3 20TC-NJX2-16V9N 
Lon Lon Milk (Hall Full) 

1 410M-G80U-3YB6X 

2 48EP-ZKN8-DVXG6 

3 B7GN-OKUH-DV5VP 
Lon Lon Mild 

1 P8BY-AK20-7YB9W 

2 48EP-ZKN8-DVXG6 

3 DC8G-YY0 Y-YJ H VE 
Blue Fire 

1 M9ZD-NGAF-AGWYR 

2 48EP-ZKN8-DVXG6 

3 XQ5B-09MM-WEEFQ 

1 QY8V-4GFV-KYUFE 

2 48EP-ZKN8-DVXG6 

3 97X8-HJ6N-KGKYQ 

Poe 

1 5AZ6-AD4B-BZ9BE 

2 48EP-ZKN8-DVXG6 

3 XFU4-Y412-UTAEV 

Big Poe 

1 527Y-8UZF-TX7V4 

2 48EP-ZKN8-DVXG6 

3 DN72-YR15-PMFR3 


1 VFAM-EYN0-REWH9 

2 4CQT-8JD3-BE4XD 

3 DVQT-ETR1-46ZJG 

4 KKJB-UPJR-1YE6B 

5 XB3K-8RZ8-EU19Y 

6 M4M4-F*04Q-CXQ9M 

7 RWDQ-JMN6-K9K08 

8 P7F9-00VJ-9KE0C 

9 D09Y-WV1X-H E4N H 

10 E9FZ-A3QA-YCERP 
Infinite Rupees 

1 XK20-GFPE-U84TT 

2 XOC3-TOKC-7A3D5 
Infinite Health HHHMI 

1 3NET-BZ0J-QM4ZK 

2 VQ8U-WXZ1-T5BMU 


1 NJJ8-WX3Y-5NXXM 

2 ZFW9-BNXH-030YJ 
Infinite Magic 

1 0TZY-YTMJ-6WTBC 

2 M872-GKBVT6683 

3 J3JW-N2DE-UG7UW 

4 N3ZY-E7KN-865RZ 

5 NTTN-YZAM-T1TP7 

6 IV6C-TYEF-UDB0Q 
Moon Jomp (HoIdZl 

1 4T9F-46U8-P7Z0X 

2 3A7E-MRRP-QTNER 

3 7GW9- 2 R03-7TEXK 
Sword/Shields/Boots/Tunics 

1 AFMB-8F38-YRM51 

2 HJ39-AXAD-BZBJR 
Have Quiver (Adult} 

1 KKB9-AZ5Y-6VH7B 

2 T9J9-X9GJ-32RZQ 


1 NJKJ-X6ZT-3BFRU 

2 WG27-F22M-AIK0M 


1 B7ZR-XZR9-9H NON 

2 BNY8-F7KB-JYE5G 


2 AEVE-RHDA-B97VB 
Have Oeku Stick 

1 UCGM-Z433-T4E6D 

2 7BTB-2K3F-30K6K 
Infinite Deku Sticks 

1 M3V4-MWWB-JTR9T 

2 N1HY-GXYR-39B7B 


1 EBXJ-MHT4-XUAUC 

2 HHUP-QJFT-6RY7R 
Infinite Dekn Nats 

1 QRAJ-DQY7-1K6YJ 

2 G6XR-EP9N-Y2A15 
Have Bombs HH1 

1 T639-2NEN-4VZ89 

2 WA0V-RZZ7-T5466 
Infinite Bombs 

1 48K5-MYJ4-QEEGE 

2 AX9P-V4R3-8F21G 
Have Fairy Slingahet 

1 1DY7-C0ZV-FHV3Y 

2 3VWG-TEYN-33YTC 
Infinite Slingshot Ammo 

1 WEP8-3Y9E-0N D8M 

2 ZTC3-RH7N-EK5U4 
Have Fairy Ocarina 

1 93GB-09EV-7VH2W 

2 ZZ82-F7R7-DZE1H 
Or Have Ocarina of Time 

1 Q72D-8EC7-K4WGF 

2 RKR6-KQ7X-6NF7G 


1 1DZ0-3AWQ-AKD6Y 

2 F91Q KK68-GGXPP 


1 GNYA-QGBT-BZWFO 


1 K87H-URUC-5APJY 

2 F259-YFFK-2TFH5 
Have Boomerang 

1 1T58-AY1J-M11E2 

2 PUGE-CA9A-7BPR2 
Haw lens of Troth 

1 TU25-QENJ-ZEEUZ 

2 299M-DA63-7M7HJ 
Have Magic Beans H 
1 VQAP-XDQ9-3RGG3 


2 RZAJ-JGDP-U3WRV 
Infinite ^|c Beans 

1 C8KE-C8CN-D63WP 

2 4FEH-UX1J-2B4D5 
Have Fairy Bow 

1 TNZW-432R-VZQFE 

2 E6AR-FWBU-QW88P 

farfwtite Arrows | 

1 H3QB-DT7C-FXQHJ 

2 CYTU-Z6NF-RGKGU 
Haw Fire Arrow (MP2) 

1 5FQG-YV65-9XRD6 

2 5MZG-T6AM-M77RW 
Have Ice Arrow (MP2) 

1 832A-9FGC-8YFUW 

2 RR3U-ADX2-FNEF8 
light Arrow (MP2) 

1 W2ND-5BM4-TUG9B 

2 HP0T-1X43-TZ8J2 
Haw Hookshot 

1 KHTK-737Q-793Z7 

2 QY5F-8FVT-3MHW1 
Or Have laegsfcat 

1 BEN 1-2NTW-2MAXU 

2 J644-E4CQ-ZPC8P 
Have Megaton Hammer 

1 8RZU-FFQN-3Y6QA 

2 G8R1-082U-3QMUE 
Have Mb's Fire (MPS) 

1 4R6W-CX5T-BU1KE 

2 PZ44-YT5R-RQZE8 
Haw Farore’s 

Wind (MPG) 

1 4CXG-6BXG-YC1H N 

2 G127-TEJ2-3VWMX 
Have Nayru’s 

Love (MP12I 

1 HW2X-YUAV-J6PH6 

2 3G6K-G9X7-QZFZ3 
Have Empty Bottle 1 

1 HY0R-WEDC-DR0P4 

2 9M2W- Q8DC-3HYXC 

3 WZK8-PVZK-U101Q 
Have Empty Bottle 2 

1 C1JQ-EA9Q-6AKG9 


Ahh, what a 
game. That 
screen 
brings back 
all the 
memories 


What's that? 
You want all 
the maps for 
all the 
dungeons? 
Done sir! 


Every month we'll be 
bringing you all the 
latest Action Replay 
codes for the greatest 
GameCube games! 


THE SIMS 


3 Z20E-NNZN-DVWYE 

4 6U7J-1TQ3-GRAWX 

5 GU1K-KC3N-F5RDN 


1 TWTZ-OPKV-4KD43 

2 8FAX-QC2V-A0YG2 




1 G3XM-MWP1-ZHA29 

2 ON 1G-YTY1-VQ538 


1 X99Z-DPYI-663VC 

2 GYP8-9X45-AN4R0 


1 AQRT-4V9N-Z9QP1 

2 ONI G-YTY 1-VQ538 


1 67EY-UPG0-3PAVM 

2 FRN9-JJEN-Q1C9C 


1 08Q2-T9XK-1UM36 

2 GHOH-RYWT-BJFJY 


1 3ACW-6RMF-EUDP4 

2 2X0G-5XCB-673PU 


1 WX63-U1QK-WV34Q 

2 HD5V-XQAJ-6TYDK 

3 FN0X-VM78-FWA0A 


1 JB98-WB0E-BWARU 

2 AT90-W9AZ-4WA26 


1 Y979-9WRP-RZ8X7 

2 AT90-W9AZ-4WA26 


1 Z4Q9-KR0H-XZ8XB 

2 0DRQ-FQV6-0AM0N 
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CUBE 

SOLUTION _ 



So you've unlocked anH^ 
characters, stages and 
what more could you posSM 
need to become a Soul Coli^M 
master? How about full move^ 
listings for every character? Your 
wish is our command 


® inFDRmRTinn 


PUBLISHER NINTENDO 
DEVELOPER NAMCQ 
GENRE BEAT-’EM’UP 


5DUL CHUBUR II 


rj 


J 


r 


rj 


J 


»• •• 


Crescent Moon 
Shin Clip 
Star Fall Eve 


Full Moon Death D, 

Moves performed during Full Moon Death 

• Full Moon Harvest © 

• Full Moon Slash & 


TOP FIVE MOVES ■■■■■ 

1 Diving Thrust 0+<* 

2 Korefuji ^+0 (While Approaching) 

3 Cates Of Hell *+© or 0+0 (From Left) 

4 8th Bill Of Punishment 

^+0 or 0+0 (From Right) 

5 Fire Brand & (During Relic) 


Stone Wall Thrust 
Stone Wall Thrust (Hold) 
Autumn Requiem 
Stone Throw 
Mountain Divide 
Heavenly Dance 
Heavenly Dance - Relic 
Heavenly Dance (Cancel) 
Hell Flash 

Blunt Flames - Mist 
Blunt Flames 
Blunt Flames (Cancel) 
Stone Throw 
Wind Divide 
Time Hole 

Wing Blade - Cold Stitch 

Snap Kick 

Wheel Kick 

Rising Knee 

Front Kick 

Stalk Shaver 

Stalk Shaver - Mist 

Hem Stitch 

Bullet Cutter 

Obedience 




C, ^ (Hold) 

*,© 

0 (Hold), 9 * 

B, ^ (Hold) 

B (Hold), V 9 © 

0 (Hold), <P 
a (Hold), y, O, D 
3 (Hold), y, O, / 
a (Hold), y, O ** 0 
a (Hold), 

•P (While Rising) 

B. & (While Crouching) 

a<pv 

% 

C ^ 

^ o 
B.n 
n % *p 
n n ^ d 
a,n 
a <*<p 


THROWS 

Lion’s Clutch 0+0 (While Approaching) 

Korefuji ^+0 (While Approaching) 

Divine Gift ^+0 or 0+0 (From Behind) 

Gates Of Hell <P+© or 0+0 (From Left) 

8th Bill Of Punishment ^+0 or 0+0 (From Right) 


MUIJ1PARTS 

Relic □, Q+& 

Moves performed during Relic... 


• Parting Arc 

• Parting Arc - Mist 

• Fire Brand 

• Relic Low Kick 


0 

ov 

* 


• Relic Low Kick - Relic ^ (Hold) 


• Bill Of Fire - Relic 

• Bill Of Fire (Hold) 

• False Purification 

Mist 


0+* 

0+^ (Hold) 
D, L 


Moves performed during Mist 


or 0. 0+^ 


• Mist Stab Combo 

• Mist Stab Combo Relic 

• Dividing Thrust 

• Water Mist Kick 

• Divide 

• Mist Thrust 

• Mist Pursuit 


O 0,0 

0 o o, 

* 

0+^ 
ov 
o % 


Half Moon Death 0, 

Moves performed during Half Moon Death 
• Summer Eve 0, O 


a •*- 


SOUL 


CALIBUR 


Twin Splinters 
Disembowel 
Double Reaver 
Swift Edge 

Swift Edge - Half Moon Death 

Splitting Gold 

Knee Slice 

Shin Slicer 

Shin Slicer (Hold) 

Shin Slicer Feint 
Shin Slicer Feint (Hold) 

Drawn Breath 
Drawn Breath - Mist 
Drawn Air 
Drawn Air - Relic 
Parting Thrust 
Parting Thrust (Hold) 

Steel Slicer 
Steel Slicer (Cancel) 

Mist 

Phoenix Tail 
Phoenix Tail (Cancel) 

Cold Stitch 
Relic 

Diving Thrust 
Sudden Gale 
Double Scythe 
Double Scythe - Mist 
True Vacuum 
Reaving Shears 
Flag Dance 
Shin Vanish 
Forced Prayer Divide 
Forced Prayer Divide - 
Half Moon Death 
Forced Prayer Divide -Mist 
Trooper Roll 
Mask 

Wind Hole 
Wind Hole (High) 

Wind Hole (Low) 

Feint Wind Hole 
Duel Wind Hole 
Duel Wind Hole - Mist 
Heavenly Prayer 
Heavenly Prayer (Hold) 
Heavenly Prayer - 
Half Moon Death 
Heaven Cannon 
Rust 

Flag Dance 
Flag Dance (Hold) 

Wind Hole Vortex 
Wind Hole Vortex (Hold) 

Wind Hole Vbrtex - Mist 
Forced God Divide 
Forced God Divide (Hold) 


0,0 
□ O 
D+0, 0 
D D O O 
D DO □ 

B, 0 
no 
B,0 

a. o (Hold) 

a. ov 

a, O (Hold), 4P 

0 0 
□ 0 D 

a a o 

a a. o (Hold) 

EEC O 

me o (Hold) 

0+* 

0+^,0 

D ,©♦* 

D D 0+* 

D D © 4 ^ © 

D 0+*P 

a o+^ 

o+<* 

B (Hold), O 
0 (Hold), O, O 
O (Hold), O, O, D 
a (Hold), O 
0, O (While Rising) 

0+^ (While Rising) 
a, ©+4P (While Crouching) 


•p *,n 

•P & D 

•P □ (Hold), a, * 

D <P 
D *P,D 
c *p n 

b •• n 

D «P □ ^ 

o a ^ c 

D D iP IP IP 

D, D, * * * (Hold) 

d, d w n 
B,|P 
DV 
a, ip 

a, * (Hold) 

□V 

□ ? (Hold) 

□ ? C 

□, □, ^ ^ 

□, □, IP * (Hold) 




Horizontal Slash O 

Horizontal Slash - Spin attack O (Hold) 

Double Sword Slash (Horizontal) 0, O 
Double Sword Slash (Horizontal) - 
Boomerang Stance O, O (Hold) 

Cross Slash O, #• 

Cross Slash - Bomb Stance O, & 

Cross Slash Combo O, % 

Cross Slash Combo - 

Bomb Stance O, IP, % (Hold) 

Step-In Attack Combo D, © 0 

Step-In Attack Upper Combo D, O, O, IP 
Bat Swing 
Shoelace Slash 
Crouching Slash 
Sword Trip 
Counter Slash 
Counter Slash - 
Boomerang Stance 
Cydone Attack 
Cydone Attack (Hold) 

Spin Attack 
Spin Attack (Hold) 

Force Counter Slash 
Spinning Leap Strike 
Grass Cutter 
Grass Cutter (Hold) 

Grass Cutter High Feint 
Counter Slash 
Counter Slash - 
Boomerang Stance 
Bow Stance 
Boomerang Stance 
Rising Horizontal Slash 
Rising Horizontal Slash - 
Boomerang Stance 

Vertical Slash - Bow Stance VP (Hold) 
Double Sword Slash (Vertical) 4P, & 


GDC 

B, O 

no 

B .0 

□,© 

□, O (Hold) 

0,0 

□, O (Hold) 

Ml 0 

nan, o (Hold) 

B (Hold), O 

□ (Hold), O 
a (Hold), o 
a, o (Hold) 
a(Hold), 0, ^ 

□ (Hold), O 

a, O (Hold) 

D (Hold), 0+? 

D (Hold), ©+<* 

O (While Rising) 

O (Hold While Rising) 





























V 



ITd«'o ON t | 0tk 



t 

I 


Slash Kick Combo 
Stab 

Illusion Stab Combo 
Running Hack 
Half Moon Swipe 
Half Moon Swipe - Bow Stan 
Sword Plant 
Down Slash 
Double Spin Slash 
Double Spin Slash (Hold) 

Power Thrust 
Power Thrust (Hold) 

Power Thrust - Bow Stance 
Rocket Stab 
Hyper Dash Attack 
Hyper Dash Attack (Hold) 

Hyper Dash Attack (Cancel) 
Sword Sweep 

Sword Sweep - Spin Attack 
Running Spin Slash 
Running Spin Slash (Hold) 
Running Hack 
High Launcher 

High Launcher - Bow Stance 
Sword Chop 
Bomb Stance 
Rising High Slash 
Kick 

Kick - Bomb Stance 
Front Kick 

Front Kick - Bomb Stance 

Forward Roll 

Mid Kick 

Low Kick 

Double Kick 

Kick Out 

Back Somersault 

Knee Thrust 

Propeller Kick 

Propeller Kick - Bomb Stance 
Propeller Kick - Forward Roll 
Propeller Kick - Back Somersault 
Leaping Split Combo 



• Boomerang (Side) 

BV 

DV 

• Bow Stance 


c * *V 

• Bomb Stance 

% 

c ov 



BV 

Forward Roll 

D, 

ce BV(Hold) 

Moves performed during Forward Roll 

BV 

• Force Counter Slash 

0 

BV 

• Rocket Stab 

4* 

3 ? ** 

• Leaping Split Combo 

B V 

3, * ^ (Hold) 



3. B V 

Side Roll (During Forward Roll) B 

3, 3, *• (Hold) 

Moves performed during Side Roll 

3, 3, ? (Hold) 

• Spinning Leap Strike 

0 

OV 

• Rocket Stab 

* 

3 3, 

• Leaping Split Combo 

S BV 

3, 3, (Hold) 



3, □, (Hold), © 

Back Somersault 

3 3 

*0 

Moves performed during Back Somersault. . 

? 0 (Hold) 

• Force Counter Slash 

0 

0 D, *+0 



0. 0. *•-© (Hold) 



D (Hold), f 

TOP FIVE MOVES 

B (Hold), * 

1 Swing Under 

0, D. ••-© 

B, ^ (Hold) 

2 Bow 

ovv 

B (Hold), * 

3 Spin Attack (Hold) 

bbq o (Hold) 

C (Hold), f ^ 

4 Bomb 

m«i 

•P (While Rising) 

5 Power Roll 

^+© or ©+© (From Right) 


(Hold) 

on 

D, (Hold) 

o a a % 

B,% 

a,** 

a a,** 

H (Hold), 

B (Hold), 

B, (Hold) 

B, ^ □ 

ova 

D, & (While Rising) 


THROWS 

Arm Twist 
Running Slash 
Piggyback Throw 
Power Roll 
Shield Shove 
Swing Under 

MULTI PARTS I 


0*0 (While Approaching) 

P +0 (While Approaching) 
4^+© or ©+© (From Left) 
••*© or ©+© (From Right) 

^+© or ©+© (From Behind) 

C, C ^+0 


mm 

Rage Tail 
Rage Tail (Hold) 

Scourge Tusk 
Scourge Tusk (Hold) 
Scourge Storm 
Dark Slash 
Inner Blaze 
Axis 

Shadow Hook 
Shadow Hook (Hold) 
Demonic Reaver 
Deathbreak 
Fire Fang 

Fire Fang (Cancel) 
Dragon Roar 
Vulcan Sting 
Leviathan 
Fiery Vine 
Dark Vortex 
Dark Vortex (Hold) 

Dark Vortex (Cancel) 


0 0 

0 © (Hold) 

D ©V 

□, ©, * (Hold) 

C 0 0 © 

C DO 
B, O 
0 0% 

S,0 

a, o (Hold) 

a, ov 

a, do 

OV 

OV.© 

D D © V 
B,©V 
n, o v n o 
H. OV 
0^ 

O+n (Hold) 

©+«V© 

ov 


War Hammer 
Hell Raiser 
Hell Raiser (Hold) 
Skeleton Fang 
Soul Strife 
Void Cannon 
Void Cannon Short 
Void Cannon Long 
Lost Soul 
Wind Drake 
Deadly Spikes 
Death Wing 
Deadly Dive 
Crave Caster 
Valar's Grasp 
Overlord Strike 
Overlord Strike (Hold) 
Draco 

Draco (Cancel) 

Chaos Reign 
Chaos Reign (Hold) 
Vine Snap 
Secret Fang 
Pyre Tusk 
Horn Kick 
Giant Roundhouse 
Helm Drop 
Giant Spin Kick 
Low Kick 
Biting Kick 
Diving Kick 
Raging Demon 
Amimone Spike 
Talon Kick 
Raider 

Dragon Blaze 
Necris Dive 


bv 

BV 

B, * (Hold) 

□V 

a, a *’ o 

^ (Hold), □ 

(Hold), D 

B. 

D 

O (During Wind Drake) 
(During Wind Drake) 
(During Wind Drake) 

*,0 

* ©,% 

D (Hold), * 

D, ^ (Hold) 

B. *.0 
B, ? O, © 

a (Hold), e 

B, ^ (Hold) 

B, & (While Crouching) 
^ 4 ^ (With Back To Enemy) 

©+fi, * 

^ D 
D«i 

C, D % 

B ^ 

a % 

3 3 % 

%v 

B (Hold), 

B (Hold), 

BL% 

(While Rising) 

□ (With Back To Enemy) 


Shadow Ripper 
Silent Shadow 
Stabbing Shadow 
Darkness Illusion 
Darkness Illusion (Cancel) 

Darkness Illusion (Possession) 

Shadow Cannon 
Shadow Cannon - 
Ninja Cannon Feint 
Shadow Cannon (Cancel) 

Shadow Rush 
Shadow Shrine 
Shadow Run - Possession 
Shadow Run 
Shadow Split 
Earth Scroll 
Reaping Hook 
Wind Scroll 
Bamboo Cutter 
Fog Blanket 
Burning Misery - Possession B (Hold), © 


throws l 

Nest Of Demons 0+© (While Approaching) 

Dark Atonement ^*© (While Approaching) 

Ridicule Fiend ^*© or ©*© (From Left) 
Bain ^+© or ©+© (From Right) 

Bloodletting ^+© or ©+© (From Behind) 

MUU1MRTS 

Wind Drake aP+* 

Moves performed during Wind Drake 

• Deadly Spikes © 

• Death Wing & 

• Deadly Dive ^ 


Bow Stance 

OV 

Moves performed during Bow Stance 

• Boomerang Stance 

0 

• Bomb Stance 

% 

• Bow 

* 

• Bow (Hold) 

(Hold) 

• Bow (Low) 

BV 

• Bow (High) 

BV 

Bomb Stance 


Moves performed during Bomb Stance 

• Boomerang Stance 

0 

• Bow Stance 

* 

• Bomb 

% 

Boomerang Stance 

©+n 


Moves performed during Boomerang Stance 
• Boomerang © 


Caliginous Blight 

0 ^ * 

Wider Topaz 

BCD 

Cadmus Spade 

B (Hold), © 

Elder Topaz (Cancel) 

non,© 

Grand Valar 

B (Hold), 0, 

Moves performed during Elder Topaz 

Dragon Tail 

H (Hold), 0 

• Elder Charge 

0 

Hell's Assassin 

©V (While Crouching) 

• Elder Swing 

0 

Chaos Comet 

B, 0 V (While Douching) 

• Elder Swing (Cancel) 

©,© 

Chaos Comet (Hold) 

B, 0 V (Hold While Crouching) 

• Georgios 

B, © □, 0 

Chaos Comet (Cancel) 

B, 0 V, G 

• Tulisk 

B, 0 0 0 

Dark Discus 

0, 0 (While Rising) 

• Tulisk (Cancel) 

o, o o o n 

Dark Discus (Cancel) 

0 0, B 

• Beowulf 

* 

Luminous Wheel 0+^ (With Back To Enemy) 

Luminous Wheel (Hold) ©+4P (Hold Wrth Back To 

• Elder Dragon Blaze 


Dragon Tusks 

tnemy) 

*V 

TOP FIVE MOVES 

Dragon Tornado 

•* * <P V 

1 Grand Valar 

B (Hold), © ^ 

Dreaded Horn 

cv 

2 Chaos Reign (Hold) 

B, (Hold) 

Overlord Strike 

0 , D V 

3 Nest Of Demons 

0+© (While Approaching) 

Overlord Strike (Hold) 

0, 0, iP (Hold) 

4 Beowulf 

(During Elder Topaz) 

Ember 

B, * V 

5 Elder Dragon Blaze 

% (During Elder Topaz) 


Burning Misery - 3 (Hold) 

Dark Chaos 

Dark Chaos - Wind Roll 2 
Deep Chaos 
Weaving Blades 
Bamboo Cutter 
Shadow Claw 
Divine Cannon Combo 
Poison Dart 
Darkness Possession 
Lightning Strike 
Lightning Strike (Cancel) 

Shadow Banishment 
Shadow Banishment (Hold) 
Shadow Banishment - Possession 
Shadow Scroll 
Heavy Shadow 

Shadow Banishment - Stalker 
Blood Scroll 
Blood Scroll (Hold) 

Dark Destroyer 
Silence 

Assassin's Strike 
Assassin's Feather 
Dark Slicer Feint 
Dark Slicer Feint - Possession 
Demon Fangs 
Seal 

Seal (Hold) 

Seal Of The Fire Dragon 
Seal Of The Fire Dragon (Cancel) 


0, * * 

B (Hold), ©, o, o 
B (Hold). ©, 0, B. 

B (Hold), 0, 

B (Hold). © 

□ (Hold), O 
0, © © (While Rising) 
©+*V % (While Crouching) 
B, ©+<i (While Crouching) 
% nan 

* *V 

* * r © 

? o % 

? O ^ (Hold) 

^ o non 

* oo 
? O, D n 
^ O, ©V 

•r o 

* % (Hold), © 

* D 
□V 
C CV 
BV 
B. * 0 
b »• o non 
□V 
□ 3 V 

3, 3. * (Hold) 

oanro ^ 

l r © 


Ninja Cannon 
Ninja Cannon Feint 
Ninja Cannon (Cancel) 

Illusion Scroll 
Scroll Of Darkness 
Assassin's Secret 
Assassin's Secret - Possession 
Darkness Banishment 


am 

3 O 

3 © 

D (Hold), * 

B (Hold), f O 
B (Hold), * % 

B (Hold), P % C 
& & (While Rising) 


Darkness Banishment - Stalker ©V (While Rising) 


Heavy Burden 
Haste - Possession 
Haste 
Water Haste 
Divine Punishment 
Hurricane Punishment 
Rapid Destruction - Wind Roll 
Rapid Destruction 
Punishing Strike 


(Wrth Back To Enemy) 

BOO 

n n 

% B. % 

D % © 

C D 

B **% 

B % 

B, 
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■ilk 




Sealing Punishment 

Water Kick 

Mat 

Haste Alternate 
Haste Alternate - Possession 
Heavy Burden 
Heavy Burden - Possession 
Storm Cloud Scroll 
Divine Cannon 
Punishing Wind - 
Wind Roll 1 


an 
□ n n 
a □ n % 

B, n 

b. % % ana 

B, (Hold), n 
B, (Hold), n BOD 
a (Hold), \ o 
n (While Rising) 


% 0 (With Back To Enemy) 

IHROWS 

Strangulation Blade ©+© (While Approaching) 

Departure In Fire y+© (While Approaching) 

Crossing The Oiff D, C. y+© (While Approaching) 
Dropping The Bottle y+© or 0+0 (From Behind) 
Cellar Drop y+© or ©+© (Rom Left) 

Jute Burial y+© or ©♦© (Rom Right) 

Bow Breaker y+© or ©♦© (During Possession) 


MULTI PARTS ■ 


Possession 

mn 

Moves performed during Possession 

• Storm Scroll 

0 

• Dream Scroll 


• Dragon Wheel 

n 

• Mekki-Maru Wind 

no 

• Vacuum Drop Kick 

an 

• Awakening Rush 

a no 

• Exordsm 

0+^ 

• Exorcism (Cancel) 

o+y,© 

• Fan Dance 

o+n 

• Possession Rush 

D 

Wind Roil 1 


Moves performed during Wind Roll 1 .. 

• Mekki-Maru Wind Roll 

© 

• Curse - Possession 

□,o 

• Wind Death Sault 

* 

• Wind Sealing Rush 

^ ny 

• Riptide 

n 

• Haste Alternate 

d, n n n 

• Haste Alternate - Possession D, n, n BHQ 

• Sealing Punishment 

an 


Moves performed during Wind Roll 2 

• Side Breeze O 

• Storm Cloud Scroll /-_ V 0 


-/ 


K*» 


•7 






TOP FIVE MOVES ■■■■■■■ 

1 Cellar Drop ^+G or 0^© (From Left) 

2 Seal Of The Fire Dragon nBBBC & 

3 Ninja Cannon □, ^+n 

4 Crossing The Cliff D, D. ^+© (While 

Approaching) 

5 Strangulation Blade 0+© (While Approaching) 

TAUM 

Swift Espada 

0 , 0 * 

Swift Espada Wind Charmer 1 0, 0, B 

Elbow Witik 

©V 

Minor Fan Strikes 

D 0 0 

Mirage Fan Strikes 

c oy 

Double AJbaniko 

D D ©, © 

Double Albaniko (Hold) 

D, D 0, © (Hold) 

Razor Gale 

E 0 0 

Tuhod Slicer 

B,0 

Spinning Low Hiwa 

3,0 

Olisi Whirlwind 

□ 0 0 

Olisi Kick 

□ on 

Olisi Kick (Hold) 

□, 0 n (Hold) 

Tornado Assault 

□ □ 0 0 0 

Tornado Assault Kamay 

□ □ 0 0 0 BBC ^ 

Ice Wind 

0 +^ 

Ice Wind (Cancel) 

o+y,© 

Shearing Blades 

coy 

Desert Gust 

D D 0-^ 

Crosswind 

B, 0+4P 

Rapid Force 

B,0+^ 

Twin Baraw Lift 

B,0+*P 

Twin Espadas 

□ 0+^ 

Double Abaniko 

D (Hold), ©, 0 

Double Abaniko (Hold) 

D, 0, 0 (Hold) 

Blade Cyclone 

B (Hold), 0 

Planchada Cydone 

B (Hold), 0 

Left Witik 

© (While Rising) 

Reverse Elbow Witik 

* 0 

Salisi Breeze 

•r * o 

Salisi Breeze - Wind Sault & 0, D, 

Salisi Breeze - Wind Charmer 2 y 0, B 

Salisi Razor 

^ n 

Salisi Razor - Wind Sault 

y. y, □, n, □ (Hold) 

Twin Fang Sahig 

d y y 

Paayon Thrust 

d, d y 

Gust Hook 

b y d y 

Gust Hook (Hold) 

B. y, D, y (Hold) 

Satik 

ay 

Handa Blade 

3 ,y 

Air Blade Thrust 

□ y y 

Air Blade Thrust (Hold) 

□, y y (Hold) 

Air Blade Thrust - Wind Charmer 2 □, B 

Vertical Abaniko 

□ ay 

Blue Sky 

bed y 

Blue Sky (Hold) 

BED y (Hold) 

Whirlwind Hambalos 

BBQ y 

Whirlwind Hambalos (Cancel) BOB © 

Cold Wind 

y+n 

Cold Wind (Cancel) 

y-n,© 

Cold Wind (Cancel) - Paayon Thrust ©, D, & 

Wind Sault 

d y+n 

Wind Charmer 2 

b, y+n 

Tumbling Razors 

a y+n 

Paayon Thrust 

D (Hold), y 

Rising Gale 

B (Hold), y 

Isa Hampas 

3 (Hold), y 

Rising Elbow Blade 

y (While Rising) 

Rising Baraw 

B, y, y (While Crouching) 

Side Sipa 

d n 

Sipa Rising 

©on 

Reverse Sipa 

B,n 

Sweeping Breeze 

n no 

Sweeping Gale (Hold) 

B n, © (Hold) 

Low Sipa Sweep 

3,n 

Inner Sipa 

an 

Sipa Trip 

a, an 

Sipa Slash 

B (Hold), n © 

Sipa Windmill 

B (Hold), n 

Front Sipa 

n (While Rising) 


Tagga Na Kamay 

* Sungabb Throw 


L 


©+© (While Approaching) 
jungauu iiiivjw ^ ■* © (While Approaching) 

Diving Wind Kick Throw ©+© or y^© (Rom Behind) 
Tower Kick ©+© or y+© (Rom Left) 

Piggyback Tulison ©+© or y+© (Rom Right) 


Monsoon 

Monsoon Season 


BED y-0 (While Approaching) 

nee y+©, □. c. ©+y boo 

y+n (While Approaching) 


MULTI PARTS I 

Swift Espada - Wind Charmer 1 0 0 B 

Moves performed during Wind Charmer I 

• Blade Cyclone © 

• Tagga ©+© or ©+© 

Wind Sauft D, y+n 

Moves performed during Wind Sault 

• Double Inward © 

• Double Bartikal »• 

• Layout % 

TOP FIVE MOVES I 


1 Monsoon Season 

2 Blade Cydone 

3 Blue Sky 

4 Piggyback Tulison 

5 Tagga 


BCD y+0, □ D © ^ B3Q 

y+n (While Approaching) 

© (During Wind Charmer 0) 

BBC * 

0+© or <P+© (Rom Right) 
©+© or ©+© (During Wind 
Charmer B) 


CASSANDRA 


Side Flow 

Slide Rush 

Slide Sweep 

Slide Tornado 

False Slide Kick 

Angel Snipe 

Reverse Illusion 

Under Slide Blade 

Undertow 

Holy Purification 

Cutlass Serendipity 

Cutlass Serendipity (Hold) 

Cutlass Thruster 

Cutlass Thruster (Hold) 

Tempest 

Shooting Star 

Twin Step Grace 

Gaia Quake 

Gaia Quake (Hold) 

Slide Feint 
Angel Snipe 
Shield Slide Rush 
Shield Slide Rush Illusion 
Silent Dawn 
Twin Step Grace 
Mirage Satellite 
Mirage Satellite (Hold) 
Dancing Shield 
Dancing Shield (Hold) 
Shield Upper 
Nasty Impale Alpha 
Nasty Impale Omega 
Shield Nova 
Shield Nova (Hold) 

Angel's Wave 
Artemis Dart 
Angel Rush 
Heaven Lift 
Guardian Strike 
Guardian Wings 
Guardian s Judgment 
Under Splash 
Destined Greatness 
Heavens Wing 
Temporal Ascension 
Temporal Ascension (Hold) 


Angel Press 
Shield Slaps 
Heaven's Guardian 
Rothion Mauler 
Elk Strike 
Elk Strike (Hold) 

Pure Stinger 
Angel Press 
Olympus Shower 
Exile 

Shield Spikes 
Shield Spikes (Cancel) 
High Knee 
Plasma Blade 


0,0 
0 , y y 
© y n 
0 n 
D 0 n 

C DO 

B,0.y 
B,0 
3,0 
□ 0 

a a o © 

□. a. © (Hold), © 

□, a o y 

□, □. O (Hold), y 

0 +y 

D, D ©+y 
a, a, o+y 

a, o+y 

2 0'»» (Hold) 

0 0 0 

D (Hold), © 

B (Hold), © 0 
H (HoW). © 0 

3 (Hold), © n 
D (Hold), 0-y 
© (While Rising) 

O (Hold While Rising) 

y V 

V y (Hold) 

y D 
y ,0 

y b y, y y n 

y D V 

P D, y (Hold) 

y n 
□V 

D D y y 
B,y 

B. 4P. y, n 

b, y y a, y o, o 
b, y, y u, y ©, n 
S,y 

ay 

a, a v 

y+n y (Hold) 

D, y+n 
0 0 © 
a y o 

(Hold), y 
(Hold), y 
y (Hold) 

(Hold), y 
(Hold), y+n 
(Hold),*-** 

(While Rising) 
y & (While Crouching) 
y y © (While Crouching) 

n 

Bn 


Angel Side Kick 
Spring Under Kick 
Seraphim Heel 
Hip Charge 
Gaia Kick 
Seraphim Sault 
Grace Sault 
Seraphim Kicks 
Hip Charge Surprise 
Angels Spring 

THROWS 

Guardian Revenge 

Seraphim Blade Twist 
Exile Order 
Meteor Shower 
Seraphim Hammer 
Angel's Embrace 


Bn 
n,n 
B,n 
an 
□ a % 

B n n 
an 

b (Hold), n n 
b (Hold), n n 

n (While Rising) 


©+© (While Approaching) 
y+© (While Approaching) 

0+0 or y+© (From Behind) 
©+© or y+© (From Left) 

©+© or y+© (From Right) 

0, C, y+© (While Approaching) 


TOP FIVE MOVES 


Seraphim Hammer 
Shield Slaps 
Shield Spikes 
Heaven's Guardian 
Guardian's Judgment 


©+© or y+© (Rom Right) 

y o o o 

By ^ (While Crouching) 

a, a ^ © 

b, y y a, y o, n 


YUNSUNG 


Blade Song 

Bade Song - Land Walk 
Talon Destroyer 
Lashing Tiger 

Lashing Tiger - Land Walk 
Lashing Tiger (Cancel) 
Lashing Tiger (Cancel) - 
Wagging Tail 
Burning Ember 
Leg Cutter 
Twisting Coils 
Torso Cutter 
Jolting Blade 
Heaven's Path 
Waving Flame 
Roaring Flame 
Forced Divide 
Forced Divide (Cancel) 
Viper's Illusion 
Viper's Illusion (Hold) 
Willow Dance 
Willow Dance (Cancel) 

Wild Slash 
Jolting Blade 
Rage Fire Blast 
Rage Fire Blast (Cancel) 
Waving Flame 
Burning Sky 

Burning Sky - Land Walk 
Cyclone Blade Kick 
Cydone Blade Kick (Cancel) 
Viper Lunge 
Tiger Maul 
Tiger Paw 

Shattered Wall Crane 
Shattered Wall 
Wall Dance 
Wall Dance (Hold) 

Forced Flame Divide 
Flame Wave 
Pierdng Thrust 
Loin Crush 
Loin Crush (Hold) 

Vengeful Thrust 
Vengeful Thrust (Cancel) 
Pouncing Claws 
Cresting Wave 
Crushing Heal 
Fire Storm 
Fire Storm (Cancel) 
Shattered Wall 
Rising Cobra 
Edipse Blade 
Opening Void Thrust 
Forced Heaven 
Flame Wave 
Shredding Fangs 
Shredding Fangs Crane 
Cobra Divide 


0 ©V 

o, o □ 

0 o n n 

D 0 0 
D 0 □ 

D, 0 © © 

D, O, O. ©, y 

C DO 
B, O 
B, O 

□ O 

a, a© 
o+y 
D, 0 +y 
D, D O+y 
3 O+y 

□ Or? © 

B (Hold), 0-y 
B O+y (Hold) 

B (Hold), ©+y 
B (Hold), O+y © 

3 (Hold), 0 

□ (Hold), © 

©, y (While Rising) 

O, y, © (While Rising) 
O+y (While Rising) 

y y □ 
y n 
y n ,0 

P D 
D y V 

□ y O 

D, D y. D 
D D *• *• 

D, D y □ y 

D, D, y □, y (Hold) 

B,y 
B,y y 
B,y 
□V 

□, y (Hold) 

a, a *• 
a, □ ^ © 

BV 

3, 

a, a 

a □ © 

D (Hold), f ? 

B (Hold), * 

B(Hold), y 
B(Hold), •• 

•P (While Rising) 

& (While Crouching) 
<*** 

% no 
n □, ©+^ 


















THROWS I 

Death Puppet ©+© (While Approaching) 

Unending Stings «P+© (While Approaching) 

Pure Sacrifice 0+© or ^+© (From Behind) 

A Lesson In Massacre ©+© or ^+© (From Left) 

Undertaker ©+© or ^+© (From Right) 


MUU 1 PARTS 

Quick Parade HOV 

Moves performed during Quick Parade 

• Stocatter Rampage 

• Stocatter Rampage Crescendo & P 


Preparation IV Several moves in mam list 

Moves performed during Preparation IV 

• Raging Storm D, 0 

• Swift Botta V 

• Swift Botta - Preparation II 9 (Hold) 


Assalto Montante 


Assalto Montante (Hold) 

Q+f (Hold) 

Assalto Montante Crescendo 0-^ © 

Wyvem's Tail 

D C 0+* 

Wyvem’s Tail (Cancel) 

C □ 0+P, 0 

Spinning Affondo Thrust 

E,0+* 

Quick Parade 

B, 0+* 

Quick Parade - Preparation II 0, 0+^ (Hold) 

Stocatter Rampage 

^ (During Quick Parade) 

Stocatter Rampage 


Crescendo 

& & (During Quick Parade) 

Baroque Storm 

□ ©4# 

Blood Roar 

B, ©-^ 

Blood Roar - Preparation II fi, 0-^ (Hold) 

Bloody Funeral 

a, a, o 

Bloody Funeral (Cancel) 

a □ o * © 

Merciless Stramazone 

B (Hold), 0, 0 

Deadly Strikes 

B (Hold), © * 

Deadly Strikes - Preparation II B, 0, (Hold) 

Dark Tears 

n (Hold), © © 

Squalambrato Concierto 

a (Hold), ©, ^ 

Squalambrato Concierto 

- 

Preparation II 

a, 0, * (Hold) 

Heel Snipe 

a (Hold), 0 

Heavy Mandritti 

a (Hold), o 

Rising Tondo 

0 (While Rising) 

Midnight Terror 

B,0, 0,/ (While Crouching) 

Midnight Terror - 


Preparation II 

B, 0. 0, ? (Hold While 

Crouching) 


Rising Wyvem 

0+^ (While Rising) 

Rising Wyvem - 


Preparation III 

0-tV (Hold While Rising) 

Dui Montante 

* * 

Double Appel Cut - Preparation IV C, ^ (Hold) 

Double Appel Cut 

C 

Double Appel Cut - Preparation II D, & (Hold) 

Double Appel Cut - Quick Parade D, V V, B, 0+^ 

Triple Botta In Tempo 

□ * 

Triple Botta In Tempo - 


Preparation III 

D ^ * * (Hold) 

Broken Thrust 

D ,DV 

Broken Thrust - Preparation III D, D, & (Hold) 

Montante El fin 

B,<P 

Fendante 

BV 

Crave Needle 

BW 

Double-Handed Press 

□ 

Double-Handed Press (Hold) □ & (Hold) 

Single Montante 

□ ay 

Broken Thrust 

D (Hold), * 

Broken Thrust - Preparation IV □ ^ (Hold) 

Quick Mandritti 

B (Hold), * 

Quick Mandritti - Preparation IV B, & (Hold) 

Death Guise 

□ (Hold), * 

Dark Heart 

B (Hold), * 0, ^ 

Rising Montante 

9 (While Rising) 

Shadow Stinger 

B, & (While Douching) 

Shadow Stinger - 


Preparation II 

B, »• (Hold While Crouching) 

Dark Moon 

D,Cl^ 

Venom Heel 

D n 

Venom Toe Kick 

Bin 

Sweep Kick 

a,n 

Pirouette Sweep 

am 

Head Hunter Kick 

an 

Venom Side Kick 

a an 

Venom Side Kick - Retreat Step □, □, n BBQ 

Dark Moon 

B (Hold), n 

Venom Roundhouse 

□ (Hold), n 

Rising Venom Kick 

n (While Rising) 


Raging Panther Dane 
Raging Panther 
Raging Panther - Land Walk 
Raging Panther (Cancel) 
Raging Panther (Cancel) - 
Wagging Tail 
Pursuing Cobra Divide 
Triple Circular Heaven Assault 
Grcular Heaven Kick - Crane 
Double Circular 
Heaven Kick - Crane 
Circular Heaven Cutter 
Circular Heaven Crush 
Circular Heaven Fangs 
Double Circular Heaven Cutter 
Double Circular Heaven Crush 
Double Circular Heaven Fangs 
Ripping Fang 
Viper Sweep 
Warrior Dance 
Warrior Step 
Warrior Step Dane 
Warrior Divide 
Double Hawk Kick 
Tiger Cannon Kick 
Striking Fangs 
Striking Fangs - Dane 
Raging Talons 
Roundhouse Kick 
Leg Sweep 
Rising Hook Heel 


0 n n, D, n 
0, % n O, O 
D, % n, © □ 

C n n, O O © 

D n n, O, O, ©, 

D, n, n □, ©-* 
o, o, n n n 

C D n D 

D D n, n, C 
0 D. n B , O 

c o n o, * 

□ D, n 0 , n n 

o c n v n o 
d □ n % n ^ 
o c % n n % n 

B.n 

0 ,n 

a, n ©, * 
a n ny 
a, n n, □, n 
a, n n, □, ©+* 

□ n 

□ □ n 
n, o,n 
% 0, n D 

B(Hold), n 
□(Hold), n 
a (Hold), n 

^ (While Rising) 


THROWSI 

Meteor Throw 
Pinwheel Kick 
Spine Destroyer 
Burning Cradle 
Drac Slayer 


©+© (While Approaching) 
•P+© (While Approaching) 
©+© or ^+© (From Behind) 
©+© or ^+© (From Left) 
©+© or ^+© (From Right) 


MULTI PARTS ■ 

Crane 

Several moves in main list 

Moves performed during Crane... 

• Circling Wing 

0 

• Circling Wing - Crane 

0 (Hold) 

• Wings Of Flight 


• Talon Kick 

n 

• Crane Rage 

a. n © 

• Dane Rage Land Walk 

a n © a 

• Dane Shedder 

a n n 

• Dane Shedder - Crane 

a n n d 

• Stone Cleaver 

o+r 

• Wagging Tail 

a, ay 

Crane Swoop 

010 (During Dane) 


Moves performed during Crane Swoop 

• Rage Fire Blade ©, 9 

• Rage Tire Blade (Cancel) 0. © 

• Rising Dane 

• Rising Phoenix Kick % 


Land Walk 

• Crane Swoop 


D (During Land Walk) 


TOP FIVE MOVES 


Coiling Viper Thrust 
Drac Slayer 
Wall Dance 

Crane Shedder - Crane 
Pinwheel Kick 


13X1, 

©+© or ^+© (From Right) 

D, C * □ * 

0, n, n, D (During Dane) 

^+© (While Approaching) 


RAPHAEL 


Attack Au Fer 0, © 

Attack Au Fer Low 0, B, 0 

Moulinet 0, & 

Moulinet - Preparation IV 0, & (Hold) 

Lunging Press 0, O 

Lunging Press - Preparation II © (Hold), D 


Hilt Strike 
Bloodlust 

Bloodlust - Preparation II 
Violent Blood 
Low Tondo Roversi 
Dark Talon 
Tondo Roversi 
Heavy Mandritti 


DO 
D D © 0, •• 

D D, © 0, (Hold) 

B ,0 
□ © 

8 0 
□ © 

□ □ O 


















5DUL. CHUBLIR II 




KIUKI 


• Dark Moon ^ 

• Side Movement - Preparation II B 

Preparation I © (During Preparation IV) 

Moves performed during Preparation I 

• Dark Flood D. O *» 

• Enveloping Stocatta / 

• Enveloping Stocatta (Hold) f (Hold) 

• Shadow Stinger B. f 

TOP FIVE MOVES 

1 Unending Stings f+Q (While Approaching) 

2 A Lesson In Massacre O+O or ^+© (From Left) 

3 Stocatter Rampage Crescendo 

f, f (During Quick Parade) 

4 Bloody Funeral □, □, 0 >* 

5 Squalambrato Concierto □ (Hold), 0, f 


Bo Rush - Side Movement 

0 OB 

Bo Rush Combo 

0 Of 

Raging Phoenix Combo 

D 0 0 0 

Raging Phoenix Bo 

0, 0. 0, •* 

Raging Phoenix Soul 

D 0 0 •• □ 

Raging Phoenix Fang 

D 0 © f B 

Cross Bo 

C DO 

Ling Su Upper 

B, O V 

Ling Su Rising Bo 

B, 0, f+U 

Inner Peace 

B,0 

Lower Bo Slice 

3,0 

Escaping Bo 

DO 

Cross Tide 

a, □ o, © 

Cross fide - Monument 

□ a o 0 BED 

Phoenix Roar 

©+* 

Phoenix Roar (Cancel) 

+*,© 

Biting Phoenix 

D +f 

Trick Bo 

B, +f 

Lower Bo Smackdown 

B, +f 

Dirty Bo 

3, +f 

Phoenix Flair - Raven Slaughter Thrust □, Q+f, f f 

Yin And Yang 

BBQ. 0 + •• 

Yin And Yang (Cancel) 

B30 0 if, © 

Phoenix Cross 

0+U 

Bo Smack Down 

D,0+% 

Phoenix Claw 

B, 0+«i 

Wave Divide 

B, 0+% 

Phoenix Tail 

n, o+% 

Twin Phoenix 

0, O f 

Phoenix Feint 

Of 

Doss Bo 

D (Hold), © 

Gale Divide Haste 

E (Hold), ©, 0 

Gale Divide 

B (Hold), 0, 0 

Wind Divide Flare 

B (Hold), 0, 0, 0 

Wind Divide Flare - Monument B (Hold), ©, BED 

Mountain Carve 

B (Hold), 0 f 

Mountain Carve (Cancel) 

B (Hold), 0, f © 

Ling Sheng Slice 

3 (Hold), 0 

Doss Tide 

0 (Hold), 0, 0 

Ling Sheng Slash 

0 (While Rising) 

Pounding Stones 

0+f (While Crouching) 

Splitting Waterfall 

f 0 

Waterfall Divide 

f B, 0 

Rushing Waterfall 

f f 

Rushing Waterfall - Side Movement f, f, B 

Bo Thrust 

D, f 

Retreating Thrust 

d fa 

Lower Bo Feint 

D f B 

Heavy Bo 

D 0, f 

Heavy Bo (Hold) 

D, D, f (Hold) 

Twin Bo Upper 

B f,f 

Waterfall 

B f 

Advancing Bo 

3 f 

Phoenix Rage Thrust 

Of 

Stream Thrust 

a, a,f 

Rising Bo Feint 

f+t 

Rising Bo Feint (Cancel) 

f+*t,Q 

Yin Rising 

D, f+*l 

Playful Phoenix 

B, f+*l 

Phoenix Lunge 

a, f+% 

Sheng Mirage Kick 

f % 

Heavy Bo 

D (Hold), f 

Heavy Bo (Hold) 

D, f (Hold) 

Raven Slaughter 

B (Hold), f 

Phoenix Rage Thust 

3 (Hold), f 

Phoenix Rage Thust (Hold) 

3, f (Hold) 

Stream Thrust 

□ (Hold), f 

Yin Rising 

D (Hold), f+*t 


Rising Bo Feint 
Phoenix Lunge 
Ling Sheng Upper 
Stream Thrust 
River Thrust 
Sheng Lung Kick 
Rising Phoenix 
Sheng Side Kick 
Sheng Su Low Kick 
Sheng Su Thrust 
Biting Heaven 
Sheng Heh Kick 
Sheng Illusion Kick 
Sheng Lung Kick Combo 
Rising Phoenix 
Mountain Sweep 
Mountain Breaker 
Phoenix Hop 

THROWS 

Light Breeze 

Heaven Dance 
Phoenix Pounce 
Cutting Sadness 
Summer Gale 
Festival Of The Damned 


□ (Hold), f^ 
f (While Rising) 

E, f (While Crouching) 
3, f (While Crouching) 

0% 

D D f 
B 

D % 

a **f 

□ % f 

□ a % 

a, %f 

H (Hold), f 
B (Hold), ^ 

B (Hold), n, O 
f (While Rising) 


0-t-© (While Approaching) 
f+0 (While Approaching) 

©+© or ^+© (From Behind) 
0+© or 4P+© (From Left) 

©+© or ^+® (From Right) 
BED 0+©, □ D O 
BOOED *• 

Festival Of The Dead BED, *+©, □, D, 0+* 

MUUIPARTS ■■■■■■ 

Legend Rush (Hold) □ f (Hold) 

• Legend Rush Thrust f (During Legend Rush) 

TOP FIVE MOVES ■■■■H 

1 Cutting Sadness 0+0 or 0+0 (From Left) 

2 Summer Gale O + O or O + O (From Right) 

3 Heaven Monument Fall BED, 0+0,0 

4 Rising Flare BBQ O 

5 Legend Rush Thrust O (During Legend Thrust) 


XIANGHUA 


Beautiful Rhythm ©, 0, f^ 

Beautiful Rhythm - Bea Her Hua 0, O B 


Swallow Blade 
Rhythm Blade 
Tzao Lan Hua Rhythm 
False Tzao Lan Hua Rhythm 


© (During Bea Her Hua) 
f, (During Bea Her Hua) 

O 0 □, f f 
O, 0, □, f f f 


Tzao Lan Hua Rhythm (Cancel) 0, 0, □, f f. © 


Cross Lian Hun 
Striking Lian Hua 
Angry Shui Shian 
Angry Shui Shian (Cancel) 
Rhythm Halt 
Chai Hua 

Storming Lian Hua 
Lian Hua Slice 
Lian Hua (Hold) 

Muu Jiann 
Muu Jiann (Hold) 

Muu Jiann Advance 
Great Wall 
Lian Hua Cannon 
Yann Divide 
Reverse Shui Shian 
Reverse Shui Shian (Cancel) 
Guei 

Muu Jiann Retreat 
Ma Chiueh 
Lian Hua Kicks 
Lian Hua Sweeps 
Lian Hua Twist Left 
Feng Yun Feint 


DO 
D DO 
E. 0^ 

b, o, n. © 

BO 
SO 
0,0 
o 0,0 

0, 0, O (Hold) 

O+rfP 

0+^ (Hold) 

0 0+f 
O c 0+* 

E 0-f 
B, ©♦* 

3, ©+* 

3, 0+f (Hold) 

0+f (While On The Ground) 
0 ©+* 

0 o, o-** 
b, ©+%, n 
b, o+n b n 
©v 
o nv 


Feng Yun Feint (Side Movement) O, n, B, f 


Double Feng Yun 
Striking Lian Hua 
U 

Spinning Lian Hua 
Ing Hua 
Lan Hua Slice 
Ma Chiueh 
Hou Lee 

Muu Jiann Rhythm 
Mai Hua Dance 
Mai Hua Divide 
Mai Hua Carve 


o, n n 

D (Hold), © 

D (Hold), © 

B (Hold), © 

3 (Hold), G 
□ (Hold), © 

O (Hold), ©+* 

O (Hold), ©+n 
0, O (While Rising) 

O-^, O (While Crouching) 
0-^, f (While Douching) 
0+f, B f (While Crouching) 


Elegant Rhythm 
Advancing Rhythm 
Deadly Rhythm 
Playful Rhythm - 
Laughing Bea Her Hua 
Playful Rhythm 
Lian Hua Upper 
Rhythm Break 
Shang Ji 

Shang Ji (Cancel) 

Tzao Lan Hua 
Tzao Lan Hua Dance 
Tzao Lan Hua Feint 
Tzao Lan Hua (Cancel) 
Vengeful Lian Hua 
Vengeful Lian Hua - 
Laughing Bea Her Hua 
Twin Mei Hua 
Waterfall 

Waterfall (Cancel) 
Waterfall - Bea Her Hua 
Advancing - Bea Her Hua 
Lower Great Wall 
Quake Step 
Quake Step (Cancel) 

Hwu Dye 
Hwu Dye (Cancel) 
Retreating Bea Her Hua 
Sweet Harmony 
False Mirror 
False Mirror Feint 
San Jaan 

San Jaan (Cancel) 

Playful Slice 
Vengeful Lian Hua 
Vengeful Lian Hua - 
Laughing Bea Her Hua 
Bea Her Hua 
Shiang Ryh Kwei 
Shiang Gyh Kwei 
Shiang Gyh Kwei (Cancel) 
Mei Guei Hua 
Mei Guei Hua Feint 
Heh Kick 

Woan Shyong Combo 


f f 
D f O 
D f f 

D D *’ □ 

0 D f »» 

EV 
B.f 
3, f © 

3, V O O 
3, f f 
3, f f O 
3 f f f 
3, f V © 

a, a? 

a a *’ □ 

d f+*t 
D, f+*t © 

D, f^ B 
D □ f+U 
B^ 

B, f+*t 

b, © 

3. f+% 

3. *+% © 
a □ f-** 
f oo 

f **,f 
f, f f 
B (Hold), 9 
B (Hold), f © 

B (Hold), f O 
□ (Hold), f 

a (Hold), f a 
D (Hold), *+«* 
f (While Rising) 
f O (While Douching) 
f 0, © (While Crouching) 

BV 
B, f f 
Dn 

D, D, n, f 


Woan Shyong Combo (Cancel) D, D, f, © 


Sheau Shan Kick 
Woan Shyong Nibble 
Circle Breaker 
Shan Kick 
Ta 

Mei Hua Circle 
Circle Breaker Feint Divide 
Circle Breaker Feint 
Double Feng Yun 
Swallow's Blade 
Swallow's Blade Bea Her Hua 
Mai Hua Circle 
Orcle Breaker 
Rising Shui Shian 


B,% 

n,% 

□, □ % 

% f f 
3, n © 0, f 

3, © 0, ^ 

B (Hold), ^ O 
B (Hold). V O, f+% 
B (Hold), f 
3 (Hold), ^ 

% (While Rising) 


THROWS 

Yuen Chuei Shaur 
Long Ling Sheang 
Yuh Luen Shaur 
Tien E Sheang 
Yng Dyi Yann 
Wind Chime 


©+© (While Approaching) 
^+© (While Approaching) 
©-© or ^+© (From Behind) 
O^© or f+Q (From Left) 

0^© or ^+© (From Right) 

non f+Q 


MUUIPARTS | 

Hou Lee ©+^ or O (Hold), 0+^ 

Hou Lee (Hold) ©+% (Hold) 

Moves performed during Hou Lee 

• Lower Great Wall f (During First Spin ) 

• Lower Great Wall Punishment f (During Second Spin) 

Bea Her Hua B (Hold), 

Moves performed during Bea Her Hua 

• Swallow Blade O 

• Rhythm Blade f 


TOP FIVE MOVES 

1 Long Ling Sheang ^+© (While Approaching) 

2 Tzao Lan Hua Rhythm O, O, □ f, if 

3 Ta □, □ % 

4 Yuen Chuei Shaur ©+© (While Approaching) 

5 San Jaan B (Hold), f 


I 
















• Purity Cross 0 

• Purity Cross - Right Cross O, O 

• Canyon Carve - Behind Lower «P 

• Canyon Carve (Cancel) - Right Outer & 0 

• Wheel Kick V, V 

TOP FIVE MOVES I 

1 Branding Nunchacku - Left Inner O, □ (Hold) 

2 Hurricane BBC & 

3 Twisted Loop □ (Hold), ^+V 

4 Fury - Right Outer <P+V V V V O 

5 Parting The Waves O+O or ^+0 (From Behind) 


YOSHIMITSU 


Rapid Gale 

Gale 

Flagstaff 

Hoarding Wealth 
Parting Grass 
Stone Fists 
Stone Backhands 
Mouthless 
Sword Sweep 
Back Hand 

Band Hand - Soul Siphon 
Crying Spirit Sword 
Crying Spirit Sword (Cancel) 
Crying Spirit Sword To Death 
Crying Spirit Sword 
(Cancel) - Sword Pogo 
Crying Spirit Sword 
(Cancel) - Meditation 
Digging Spirit 
Digging Spirit (Hold) 

Digging Spirit - Sword Pogo 
Digging Cyclone 
Deathcopter 
Deathcopter Attack 
Deathcopter Trick 
Sudare Wheel 
Fake Turning Suicide 
Fake Turning Suicide - 
Sword Pogo 
Turning Suicide (Hold) 
Standing Suicide 
Kabuki 

Mist Banishment 
Crying Spirit Sword 
Crying Spirit Sword (Cancel) 
Crying Spirit Sword 
(Cancel) - Sword Pogo 
Crying Spirit Sword 


0,0 
DO 
C DO 
E, Oy 
□ 0 

a. o o o o o 
□, o o o o o 
□ do 
naa o 

c 0+<P 

D, 0-* (Hold) 

O O O «P 
O D 0+^ 0 

d o o+* a * 

C D ©+* O 

D, 0 0+^ *P 
DO^ 

0. 0+^ (Hold) 

n o+^ o 
a, o-^, * 

B OV 

□ (During Deathcopter) 

□ (During Deathcopter) 

B 0+* 

D D o+v 

o □ ©+v o 

D, C 0 % (Hold) 

n o+V 

B (Hold), O 
3 (Hold), 0 
D (Hold), ©-* 

C (Hold), ©+* © 

0 (Hold), Q+* 0 


(Cancel) - Meditation D (Hold), ©+4P & 
Crying Spirit Sword To Death C (Hold), 0+^, D, (f 


Sunflower 
Rapid Grace 
Sword Spirit Mid 
Sword Spirit Low 
Sword Spirit Upper 
Firmiana Branch 
Firmiana Solar Kick 
Firmiana Shark Attack 


O (While Rising) 

DV 
d *• n 
c V a 
D DV 
D D ^ 4P+V 
□ □ ^ 4P+V 0+*P 


Firmiana Shark Attack Combo D, 0, <P, fP+V, 0*^, V 


Clansmen 
Clansmen (Hold) 

Autumn Drizzle 
Death Splash 
Death Splash (Hold) 

Sleet 

Sword Impale 

Moon Sault Slayer 

Door Knocker 

Solar Kick 

Solar Kick - 

Back Facing Enemy 

Shark Attack 

Shark Attack Combo 

Shark Deathcopter (Hold) 

Circium 

Cyclone Lift 

Spinning Evade 

Spinning Evade - 

Sword Pogo 

Spinning Evade - 

Meditation 

Ninja Sun Flair 

Ninja Sun Flair (Cancel) 

Ninja Sun Flair (Cancel) - 

Sword Pogo 

Ninja Sun Flair (Cancel) - 

Meditation 

Poison Wind 

Poison Wind - Sword Pogo 
Poison Wind - Meditation 
Steel Wind 

Steel Wind - Sword Pogo 
Steel Wind - Meditation 
Ninja Blade Rush 
Manji Carve Fist 
Spinning Sword 
Spinning Sword (Cancel) 
Helm Splitter 
Prayer 

Crying Helm Flames 
Sword Impale 
Ninja Blade Rush 
Tangled Blade 


B.4P 

B, * (Hold) 

DV 

av 

a, * (Hold) 

□V 

a, av 

BBC ^ 

D *+V * |P * 

□ D *+V 

D, □ *+V (Hold) 

C D ^+V, 0-* 

□ □ *+v. o+f, v 

O, D, *+V, ©** (Hold) 

B, *+V 

a^ 

□, 

□ ^+v, o 

□ n ^ 

□ □ ^+v 

a, a <p+v © 

□, □ *+v o 

a, a, *+v, * 

B, *+V 
B P+% O 

b, ^ 

B, ^+V V 
B, *+V V © 

B, *+V V 4P 
fO 

n, o 

□ □ *P O 

a, □, «p o © 

□ a V ^ 

D (Hold), * 

B (Hold), f O ^ 

□ (Hold), ? 

D (Hold), * O 
rfP (While Rising) 


Back Kick 

B (Hold), V 

Water Slice 

0 (Hold), V, V 

Circle Kick 

□ (Hold), V 

Dragon Scream 

% V (While Rising) 

THROWS Hi 


Falling Heaven Dragon 

0+© (While Approaching) 

Lynching 

^+© (While Approaching) 

Parting The Waves 

0+© or ^+© 


(From Behind) 

Dragon Destroyer 

©+© or rfP+© (From Left) 

Leaving The Dragon's Nest 

0+© or ^+© (From Right) 

MULJIPAKTS ■ 


Right Outer 

Several moves in main list 

Moves performed during Right Outer 

• Dragon Bite 

0% 

• Dragon Bite 

0, % (Hold) 

• Dragon Wing Sobat 

* * V 

• Dragon Wing Sobat (Cancel) «P, % © 

• Dragon Pounce 


• Dragon Pounce (Hold) 

V V (Hold) 

• Falling Dragon 

VO 

Behind Lower 

Several moves in mam list 

Moves performed during Behind Lower 

• Inverted Moon 

0 

• Fury Kicks 

V V 

Behind Outer 

Several moves in main list 

Moves performed during Behind Outer 

• Lunging Biting Upper - Left Outer & 

• Lunging Biting Upper (Hold)- Left Outer & (Hold) 

Right Cross 

Several moves in main list 

Moves performed during Right Cross 

• Tiger Pounce 

0 

• Tiger Pounce (Cancel) 

0,0 

• Striking Snake 

0 ©,0 

• Cobra Fangs 

o, ©, □, *• 

• Mark Of The Beast 

4P 

Left Outer 

Several moves in main list 

Moves performed during Left Outer... 

• Bloody Cross 

O.V 

• Wing Slice - Right Cross 

* 

• Wing Slice (Hold) - Right Cross r (Hold) 

• Wing Sobat 

•P V (Hold) 

• Wing Sobat (Cancel) 

r v,o 

• Circle Kick 

V 

Left Inner 

Several moves in main list 


Moves performed during Left Inner 




Twin Snakes - Right Cross 

0,0 

Lunging Snake - Right Outer 

DO 

Tiger Pounce 

0 DO 

Lotus 

B.O 

Tongue 

no 

Snake Scythe 

0,0 

Nunchacku Slap - Behind Lower □, 0 

Nunchacku Slap - Right Outer 

□, 0 0 V 

Nunchacku Slap To Steel Dragon □, 0, V 

Nunchacku Slap To Branding 
Nunchacku - Left Inner 

a. o, v. a (Hold) 

Serpent's Bane 

a, o * o. o ^ 

Serpent's Bane (Hold) 

□, 0, 4P 0, 0, ^ (Hold) 

Wave Slice 

a a,o 

Dandy Surprise - 
Behind Lower 

nee o 

Stone Wall - Left Outer 

0 V 

Stone Kick 

© V □ 

Serpent’s Pleasure 

©** 

Dragon's Sky - Behind Lower 

D ©-* 

Serpent’s Pleasure (Cancel) - 
Right Cross 

©+* a 

Rage Of Pleasure 

□ 0+^ 

Rage Of Pleasure (Hold) 

□, 0+^ (Hold) 

Guillotine Dance 

B 0+V 

Tiger Pounce 

D (Hold), 0 

Striking Snake 

D (Hold), 0 

Northern Lights - Left Inner 

n (Hold), 0 

Northen Lights 

□ (Hold), 0 

Wave Slice 

□ (Hold), 0 

Nunchacku Cross 

0 (While Rising) 

Dragons Brand - Left Inner 

0+V (While Rising) 

Rope Dancer - Right Outer 

□, 0, 0, 0 (While 

Crouching) 

Scy The Fang - Left Outer 

B, 0, & (While 

Crouching) 

Snake Bite - Right Outer 


Serpent's Breath - Right Outer «P, B 

Steel Dragon 

D? 

Branding Nunchacku - 
Left Inner 

D, *P Q (Hold) 

Dragon Splitter - Left Outer 

D 0 *P 

Dragon Splitter 

D D *P © 

Biting Upper 

BV 

Falling Fang 

av 

Inner Biting Upper 

b.<p 

Snake Kiss - Left Outer 

□ 4P 

Reverse Snake Cross 

□ □ ? 

Mantis Lunge - Left Inner 

BBC V 

Mantis Lunge 

nee if o 

Fury - Right Outer 

*+V 4P *,© 

Dragon Cannon 

D D *P+V 

Nunchacku Lick 

E 

Tiger Slaughter 

D, * 

Twisted Loop 

□ *+V 

Twisted Loop (Cancel) 

□, ^+V, © 

Serpent's Desire 

D ^ 0 0 * 

Serpent’s Desire (Hold) 

D * 0 0 V (Hold) 

Dragon Splitter (Left Outer) 

D (Hold), 

Return Of Fear 

B (Hold), 4P 

Steel Dragon - Left Outer 

0 (Hold), ^ 

Mark Of The Beast 

B (Hold), 

Reverse Snake Cross - 
Right Cross 

□ (Hold), 9 

Dragon Cannon 

D (Hold), 

Hurricane 

B (Hold), 

Hurricane (Cancel) 

B (Hold), ^+V, © 

Twisted Loop 

□ (Hold), 

Twisted Loop (Cancel) 

□ (Hold), *+V, © 

Rolling Biting Upper - 
Left Inner 

•P (While Rising) 

Left Roundhouse 

D V 

Dragon Roar Bite - 
Right Outer 

D □ V <P 

Dragon Roar Sweep 

D D V V 

Snap Kick 

B V 

Illusion kick - 
Right Outer 

B W 

Illusion Low Kicks 

B V V 

Quick Slice 

B V 

Right Roundhouse 

a, v 

Rolling Sobat 

a a v 

Hurricane 

BED * 

Hurricane (Cancel) 

BED © 

Falling Dragon 

V <P o 

Falling Dragon (Hold) 

V, V 0 (Hold) 

Dragon Pounce 

vw 

Dragon Pounce (Hold) 

V <P, V (Hold) 












SOLUTION 


EDUL CRLIBUR II 




Heretic Sword 
Triple Spin Kick 
Eg 

Zig-Zag 
Double Zig 
Knee Bash 
Mid Kick 
Sweep Kick 
Kangaroo Kick 
Bullet Cutter 
Bullet Cutter (Hold) 

Knee Bash 

Whirlwind - Sword Pogo 
Whirlwind - Meditation 
Hayabusa 
Lunging Sweep 
Spinning Low Kick 


Moves performed during Meditation.. 

• Warp Rolling Shark 0 

• Warp Moon Slayer & 

• Warp Kangaroo Kick ^ 

• Warp Shark Attack 0+^, ^ 

•Warp O 

• Warp - Sword Pogo □ 


J 


B, & (While Douching) 

n vn 

D 

□ 

□, V n 
0 D 
Bin 
on 
a,n 
□ nv 

□, n, ^ (Hold) 

B (Hold), n 
H (Hold), n, 0 

n (Hold), n, & 

n (While Rising) 

B, n (While Crouching) 

a, n, n, n, n, n (while 

Crouching) 










TOP FIVE MOVES 


Nimbus 

Stone Backhands 

Pogo Hop 
Elegant Storm 
Deathcopter 


^+© (While Approaching) 

□ o o o o o 

•P (During Sword Pogo) 
0+0 or P+Q (From Left) 

B,©+* 


NIGHTMARE 


THROWS ■ 


Jaw Smash 

©♦© (While Approaching) 

Nimbus 

^+© (While Approaching) 

Tornado Drop 

©+© or ^+© (From Behind) 

Elegant Storm 

©+© or ^+© (From Left) 

Manji Ninjitsu Blade 0+© or (From Right) 

Rainbow Drop 

□na ©-* 

Oni Killer 

0, D 0+0 

Soul Siphon 

^+© (While Approaching) 

muljimrts 

Deathcopter 

B©+* 

Moves performed during Deathcopter. . 

• Deathcopter Attack 

D 

• Deathcopter Trick 

a 

Sword Pogo 

©+* 

Moves performed during Sword Pogo... 

• Rolling Spark 

0 

• Pogo Hop 


• Pogo Hop (Hold) 

^ (Hold) 

• Kangaroo Kick 


• Pogo Rush 

D 0+^ 

• Pogo Rush (Hold) 

D (Hold), ©+* 

• Skull Splitter 

0+^ 

• Skull Splitter (Hold) 

0+^ (Hold) 

• Meditation 



Slash - Night Side Stance 

Evil Eye 

Slash Cross 

Slash Doss - 

Night Lower Stance 

Double Grounder 

Double Grounder (Cancel) - 

Night Behind Stance 

Quick Spin Slash 

Right Slasher 

Dark Bite 

Leg Slash 

Shadow Slicer 

Shadow Slicer (Hold) 

Back Spin Slash 
Back Spin Slash - 
Night Reverse Side Stance 
Blaze Wind - 
Night Side Stance 
Blaze Storm 
Dark Soul Impact 
Flying Edge 

Spin Slash Double Grounder 
Spin Kick Slash Cross 
Spin Kick Slash Cross - 
Night Lower Doss 
Quick Back Spin Slash 
Quick Back Spin Slash - 
Night Reverse Side Stance 
Right Slasher 
Armlet Crusher 
Alternate Cross 
Advancing Slash - 
Night Reverse Side Stance 
Advancing Slash - 
Night Behind Side Stance 
Advancing Slash 
Advancing Slash - 
Night Lower Stance 
Revenge 

Reverse Advancing Slash - 
Night Side Stance 
Reverse Advancing Slash - 
Night Behind Stance 
Reverse Advancing Slash 


© (Hold) 

0 0 

0 0. & 


0, © * (Hold) 

o n o o 


© D, 0 © □ 
DO 
O DO 
B, 0 
no 
a, o 

a, © (Hold) 

□ 0 


□. O (Hold) 


0-* 

0-4P 0 
B.0-4P 
D0+* 

©+«* 0 0 O 0 
0+V 0 0 V 


©+n, O, O, * (Hold) 

O, 0,0 


O 0, O (Hold) 
D (Hold), © 

B (Hold), © 

B (Hold), © 


D, © (Hold) 


O, O, © (Hold) 

0 (Hold), 0. O »• 


□ (Hold), 0, 0. V (Hold) 
O (Hold), ©, 0. D, * 


a © (Hold) 


□, 0, © (Hold) 
a (Hold), 0, 0, * 


Reverse Advancing Slash - 
Night Lower Stance 
Back Spin Slash 
Axle Kick Winder 
Maelstrom 
Maelstrom (Cancel) 

Sword Buster - 
Night Lower Stance 
Gauntlet Buster 
Rampart Buster 
Sword Buster (Cancel) - 
Night Behind Stance 
Mail Splitter 
Buster Grounder 
Buster Grounder (Hold) 
Buster Grounder (Cancel) - 
Night Behind Stance 
Piercing Strike 
Quick Revenge 
Piercing Strike (Cancel) - 
Night Lower Stance 
Rook Splitter 
Sky Splitter 
Sky Splitter - 
Night Behind Stance 
Shadow Buster 
Shadow Buster - 
Night Lower Stance 
Thrust Throw 
Midnight Launcher 
Midnight Launcher - 
Night Behind Stance 
Fatal Dive - 
Night Lower Stance 
Fatal Drive 
Fatal Drive - 
Night Behind Stance 
Earth Divide 
Side Gauntlet Buster 
Helm Divider 
Helm Divider - 
Night Lower Stance 
Armour Breaker 
Armour Breaker - 
Night Behind Stance 
Break Kick 
Rook Splitter 
Sky Splitter 
Sky Splitter - 
Night Behind Stance 
Armour Pierce 
Armour Pierce - 
Night Lower Stance 
Shadow Impact 
Cannonball Lifter 
Cannonball Lifter - 
Night Behind Stance 


D (Hold), 0, O (Hold) 
□ (Hold), © 

D (Hold), ©-«* 

0, 0 (While Rising) 

O, © □ (While Rising) 


& (Hold) 

& D 


*,B 
<P V 
•P D O 

^ D, © (Hold) 


?.□.©□ 
D <P 
D * <P 


o, ** a 

0 D <P 
E.*P 


B, f (Hold) 

0,<P 


D, 4P (Hold) 

a,4P 

□ *P 


□, * (Hold) 


□, a, * (Hold) 

a □, * * 


□, □, 4P * (Hold) 

DBD «P 
B D ^ 
y, O, «P 


y, 0, f (Hold) 

y, O, V & 


y, 0,4P, * (Hold) 
y, ©, V % 

D (Hold), * 

B (Hold), C 


B, f (Hold) 
a (Hold), 4P, 4 P <p 


0 (Hold), * V V (Hold) 
B (Hold), * 

<P (While Rising) 


& (Hold While Rising) 


Split Buster - 
Night Lower Stance 
Jade Crusher 
Shoulder Rush 
Shoulder Rush - 
Night Behind Stance 
Axle Headbutt 
Grind Low Kick 
Headbutt Tackle 
Headbutt Tackle - 
Night Behind Stance 
Jade Smasher 
Jade Breaker - 
Armlet Crusher 
Jade Breaker - 
Alternate Cross 
Stomping 
Stomping (Hold) 
Drop Kick 
Rush Crusher 
Shoulder Rush - 
Night Behind Stance 
Rush Splitter 
Rush Splitter - 
Night Behind Stance 


& (Hold While Crouching) 

D 

0, D n 


D, D, % (Hold) 

D * 
an 
□ n n 


□, n, n (Hold) 

□ □ n © 


□ a, n, □ o 


a a, n, a. o 

dbd 

DED, n, (Hold) 
d, d n * 
d d n n 


B, n (Hold) 

B (Hold), n, <P 


B (Hold), n, * (Hold) 


Spin Slash Double Grounder 0 (Hold), n, ©, D 0. O 
Spin Kick Slash Cross □ (Hold), n, 0. 0, & 


Spin Kick Slash Cross - 
Night Lower Stance 
(Hold) 

Spin Kick Combo 
Darkside Kick 
Rising Night Kicks 


D (Hold), n, O, O, ^ 


D (Hold), n, n 
a (Hold), n 
n (While Rising) 


THROWS 

Hilt Impact 
Soul Devour 
Wrtch Hunt 
Calamity Fall 
Unholy Terror 
Flap Jack 


©+© (While Approaching) 

^+© (While Approaching) 

©+© or ^+© (From Behind) 
©+© or 4P+© (From Left) 

0+0 or ^+© (From Right) 

©+© or ^+© (While Crouching) 


MUmPARTSI 

Night Reverse Side Stance O, 

Moves performed during Night Reverse Side Stance 

• Cross Grounder ©, 0 

• Double Grounder Alpha 0, D, O 

• Helm Shear O 

• Night Front Kick % 


Night Side Stance □, &+% 

Moves performed during Night Side Stance. . 

• Cross Grounder O, 0 

• Double Grounder Alpha 0, □, O 

• Cannonball Lifter & 






9 

9 

% 

!% 

N 

i 

% 

% 


T 

% .... 


t *##0, 

m 


Turn 



'• ; 





A :• 







fl 





























• Cannonball Lifter - Night Behind Stance ? (Hold) 

• Spinning Retreat ?, © 

• Night Front Kick ^ 

• Reaver ©+? 

• Reaver - Night Reverse Side Stance ©+? (Hold) 

Night Lower Stance □, 

Moves performed during Night Lower Stance 

• Leg Hacker 

• Leg Hacker - Night Side Stance 

• Death Horn Charge 

• Death Horn Charge - 
Night Behind Stance 

• Cannonball Splitter 

• Death Claw 

• Death Claw - Night Reverse Side 

• Rook Splitter Alternate 

Night Behind Stance or 0, ?+«& 

Moves performed during Night Behind Stance 

• Night Annihilation O 

• Night Annihilation (Night Side Stance) © (Hold) 

• Carving Edge B, O 

• Carving Edge - 

Night Reverse Side Stance B, © (Hold) 

• Terror Stomper ? 

• Knee Kick Rush 


TOP FIVE MOVES 

1 Thrust Throw 

B? 

2 Midnight Launcher 

□V 

3 Unholy Terror 

©-© or ?+© (From Right) 

4 Flapjack 

0-0 or ?+© (While Gouching) 

5 Stomping 

bbc n n n n n 

IVY 

Biting Raven 

© © 

Biting Raven - 


Whip State 

0, © (Hold) 

Raven Butt 

DO 

Raven's Egg 

D DO 

Cross Madness 

B, 0 

Cursed Mark 

BO 

Ancient Wheels 

a o,o 

Menace Slice 

0,0 


Poison Ivy (Hold) 

Ivy Bite 

Darkside - Whip State 
Darkside - Spiral Serenade 
Venom Lash 
Venom Lash - 
Serpent's Embrace 
Ivy Brambler 
Pleasure Change 
Embrace Of Lust 
Embrace Of Lust (Hold) 
Fear's Void 

Fear's Void (Cancel) - 
Whipstate 

Gnome Huntress (Hold) 
Heel Explosion 
Heel Explosion (Cancel) 
Exile - Whipstate 
Exile - Spiral Lust 
Ivy Lick - Whipstate 
Silhouette - Whipstate 
Drowning Madness 
Drowning Madness - 
Spiral Tribute 
Shameless 
Asylum 

Ivy Masquerade 

Ivy Masquerade (Hold) 

Pride 

Ivy Sweep 
Raven Knee 
Mind Shatter 
Mind Shatter (Hold) 

Evil Sparrow 
Charmer Silhouette 
Serpent Silhouette 
Rage Kick 
Rage Kick (Hold) 

Raven Catcher 
Diving Raven 
Ramble Sobat 
Rising Cross 
Nail Goss 


3, ? (Hold) 

□ ? 
a a ? 



TOP FIVE MOVES 

a a. ? (Hold) 

1 Calamity Symphony 

PaPBBB 0+n (During Whip 

Baa? 


State, While Approaching) 


2 Embrace Of Lust 

d ?-n 

□OB. ? (Hold) 

3 Sweet Dominance 

0+0 or ?+© (From Behind) 

BED ? 

4 Mistress'Justice 

?, ?, ? (During Spiral Tribute) 

?-n 

5 Summon Suffering 

BODOBa ©+? (While 

d ?+n 

D, ?+n (Hold) 

a ?+n 


Approaching) 

b, ?+n, © 

B,?+n (Hold) 

■CERVANTES 

a ?+n 

Soul Swing 

©,© 

a ?+n, o 

Crush Keel 

DO 

a □ ?+n 

Lagging Wave 

D DO 

a □, ?+n (Hold) 

Scissor Wave 

B, © 

a ?+n 

Laser Wave 

BO 

a ?+n n 

Dread Wave 

BO 

B (Hold), ? 

Dread Wave (Hold) 

B © (Hold) 

Dread Lifter 

B©.? 


□, ? (Hold) 

? (While Rising) 

?+«* (While Rising) 

B, ? (While Crouching) 

B, ? (Hold While Crouching) 
B, ? (While Crouching) 

VB 
C S 
D C 

D 0, % (Hold) 

B/l 

B 

DC % 

B% 

a, % (Hold) 

□ % 

□ □ 

a (Hold), n 
% (While Rising) 

B, ^ (While Gouching) 


Spiral Lust 


Dancing Insanity 
Dancing Insanity (Hold) 
Serpent's Venom 
Serpent's Venom (Cancel) 
Spiral Serenade 
Freeze Gaze 
Insanity Light 
Insanity Feast 
Eye Of Madness 
Eye Of Madness 
Dominance 
Razor s Bite 
Spiral Punishment (Cancel) 
Spiral Punishment 
Spiral Dominance (Hoi 
Crucifixion 
Crucifixion (Hold) 

God Whisper 
Royal Huntress 
Wolf Lash 
Menace 
Masquerade - 
Resting Madness 
Masquerade - 
Resting Madness - 
Spiral Lust 
Crouching) 

Demented Loop 
Immortal Gale 
Immortal Gale (Hold) 
Squire's Cage 
Caged Silhouette - 
Whip State 
I Ivy Lash 
Ivy Lash (Hold) 

Biting Ivy Inner (Hold) 
Serpent's Breath 
Serpent's Breath - 
Spiral Tribute 
Cursed Heavens 
Curse Brand 
Poison Ivy 


□ □ o 

□ a, © (Hold) 

□an © 

□an o,o 

©-? 

D 0+? 

D D © V 

□ (Hold During Insanity Light) 

B, 0+? 


THROWS I 

Primal Dominance 
Dominion Throw 
Sweet Dominance 
Heartless Guide 
Sunset Gadle 
Ivy Lick 

Summon Suffering 

Calamity Symphony 


0-0 (While Approaching) 

?+© (While Approaching) 

0+0 or ?+© (From Behind) 

0+0 or ?+© (From Left) 

0+0 or ?+© (From Right) 

□ ?+^ (Against Airborne Enemy) 
Baxm 0? (While 
Approaching) 

CODBBB Q % (During Whip 
State, While Approaching) 


B, 0+? 

Insanity Light D, D ©+? 


a, ©*? 

• Insanity Feast 0 (Hold) (During Insanity Light) 

el) □, 0-?, © 



□ 0+? ? 

Whip State Several moves in main list 

' □.©*?,? (Hold) 

Moves performed during Whip State 

0 +? 

a a o+? 

• Venom Strike - Serpent's Embrace 

a an*?(Hold) 
a, o+? o 

• Lamenting Tail 

©+«* 

b o.n 

Spiral Serenade 

0 +? 

B (Hold), 0 

Moves performed during Spiral Serenade 

© (While Rising) 

• Serpent Slash - Spiral Tribute 

0 

• Serpent Whip - Whip State 

? ? 

B, 0+? (While Crouching) 

• Cross Kick 



• Reeling Mind 

©+? 

B, ©+? (Hold While 

Spiral Tribute Several moves in main list 


Moves performed during Spiral Tribute. 


©-?, © (While Rising) 

Raging Flames - Serpent's Embrace 

0 

? ? 

Mistress' Justice 

? ? ? 

? ? (Hold) 

Cross Knee 

% 

? D ? 

Fencing With Flames - Whip State 

©+? 

? d ? n 

Venom Lash - Serpent's Embrace 

□an, ? (Hold) 

D ? 

Moves performed during Serpent's Embrace. 

D, ? (Hold) 

Violent Spirits 

0,0 

D ? B 

Whirling Exile 

? 

D D ? 

Whirling Exile (Hold) 

? (Hold) 


Charging Serpent 

n 

D. D, ? (Hold) 

Released Souls 

0 +? 

B,? 

Stinging Souls (Mid Distance) 

?+% 

B? 

Stinging Souls (Short Distance) 

□,?+«* 

B? 

Stinging Souls (Long Distance) 

D ?~n 


Bridgette Wave 
Tornado Slice 
Eraser Wave 
Armada Eraser 
Gale Slash 
Windmill 
Slant Cross 
Killer ^ 

Eternal Curse 
Eternal Curse (Cancel) 
Bloody Hoist 
Goss Bone Divider 


no 
a, a © 
o+? o 
©+? ? 

D 0+?. ? 
D D 0+? 
B, 0+? 

B, 0+? 

B, 0-? 

B ©+?, O 
a o-? 
a a o v 


Cross Bone Divider (Hold) □, □, ©-? (Hold) 


Iceberg Circular 
Killer ^ Crawler 
Pressure Astern (Hold) 
Anchor Whirlpool 
Pirate's Cross 
Gentle Wave 
Dread Pressure 
Dread Pressure (Hold) 
Scissor Lifter 
Scissor Lifter (Hold) 
Bridgette Slice 
Lagging Wave 
Dishonest Wave 
Gibbering Torpedo 
Tornado Slice 
Full Sail Anchoring 


D, 0+? 

B, 0+? 

B.0** (Hold) 

a ©+% 
ov 
©, 0,0 
B©v 

B o ? (Hold) 

B, O, ? 

B, 0 ? (Hold) 

□ 0,0 
D (Hold), © 

B (Hold), © 

B (Hold), © 0 
□ (Hold), © 

O, ? (While Rising) 


Full Sail Anchoring (Hold) O, ? (Hold While Rising) 


Flying Dutchmen 
Aft Dread Pressure 
Storm Generate 
Wild Storm 
Bloody Storm 
Storm Flair 
Sail Nautilus 
Sail Nautilus (Hold) 

Bile Lunges 
Cannonball Lifter 
Cannonball Lifter (Additional Attack) B, ? ? 


©+? (While Crouching) 
0+? (With Back to Enemy) 

?, B 
? ? B 
? ? O 
? ? □ ? 
c ? ? 

D, ? (Hold), ? 

D DV 

E, ? 


Spike Anchor 
Slay Storm 
Bloody Hilt Kick 
Bow Breaker 
Fang Cross 
Anchor Bow Heel 
High Tide Anchoring 
High Tide Anchoring 
Night Raid 
Night Raid (Hold) 
Shadow Flare 
Surprise Wave 
Side Needle 
Riot Storm 
Devastator 
Anchor Knee Kick 
Head Scratch Kick 
Anchor Middle Kick 
Anchor Marooned Kick 
Anchor Steep Kick 
Galleon Sinker 
Head Snap Kick 
Head Scratch Kick 
Anchor Side Kick 
Anchor Swirl Kick 
Galleon Sinker 
Anchor Revive Kick 


B? 

B? 

□ ? n 

□ □ ? 

D,?+<* 

B 

b ? ^ 

B. ?<* (Hold) 

B ?+% 

a, ?+<* (Hold) 

□ ?+n 
?. o 

B (Hold), ? 

3 (Hold), ? 

? (While Rising) 

D,S 
D D % 

Bn 

an 

□ n n 
a an 
n, on 

B (Hold), n 
B (Hold), n 

a (Hold), n 

□ (Hold), n 
n (While Rising) 











SOLUTION 


5DUL CRLIBUR 


THROWS I 

Sadistic Cross 
Surging Current 
Rash Rood 
figure Head Break 
jolly Roger Hoist 
Storm Generate 


MULJ1PARTS 

Dread Charge 0 (Hold), ©+y 

Moves performed during Dread Charge 


• Dread Slash 

• Dread Slash (Cancel) 

• Geo Da Ray 

• Sadistic Sweep 

• Sadistic Archmage 

• Dash Rare 


0 

0,0 

y 

□ O B. 0 

□ y+% 


TOP FIVE MOVES 


Geo Da Ray 
Sadistic Cross 
Storm Generate 
Rash Rood 
Jolly Roger Hoist 


y (During Death Charge) 

©♦© (While Approaching) 
y □ (Against Airborne Enemy) 
©+© or y+© (fiom Behind) 
©+© or y+© (From Right) 


©+© (While Approaching) 
y+© (While Approaching) 
©+© or y+© (From Behind) 
©+© or y+© (From Left) 
©+© or y+© (From Right) 
y B (Against Airborne Enemy) 



SOPHITIA 

Slide Row 

0 0 

Slide Tornado 

on 

Double Hilt 

0 . o ,y 

Silent Cross 

o,o © 

Angel Punisher 

B, © 

Under Slide Blade 

0, 0 

Iron Butterfly 

B, 0,0 

Cutlass Europa 

a © © o 

Cutlass Titan 

a, o y 

Cutlass Titan (Hold) 

a, © (Hold), y 

Reverse Mirage 

a a o 

El Fortune 

O+y 

Twin Stepped Grace 

B, O+y 

Gaiya Quake 

a, o+y 

Gaiya Quake (Hold) 

a, O+y (Hold) 

Tornado High Kick 

©+% 

Tornado Feint 

o+nn 

Silent Cross 

0 (Hold), © 

Shield Rush 

B (Hold), 0 

Silent Stream 

B (Hold), 0, 0 


Silent Stream (Hold) 
Twin Step Grace 
Tornado High Kicks 
Tornado Feint 
Goddess Salute 
Mirage Satellite 
Mirage Satellite (Hold) 
Ascend Splash 
Angel's Row 
Quick Strike 
Grace Heaven 
Guardian Strike 
Guardian's Judgment 
Under Splash 
Sword Shower 
Olympus Cannon 
Guardian Upper 
Temperance Strike 
Temperance Judgment 
Jet Stream Rush 
Nasty Impale 
Heaven's Gate 
Heaven's Gate (Cancel) 
Ascension 
Elk Strike 
Elk Strike (Hold) 
Guardian Upper 
Olympus Shower 
Exile 

Guardian Upper 
Guardian Strike 
Kick Duo 
Tornado Low Kick 
Tornado Low Kick (Hold) 
Spring Under Kick 
Angel Side Kick 
Gaia Kick 
Plasma Blade 
Angel’s Sault 
Angel Fall 
Angel Stroke 
Grace Sault 
Plasma Blade 
Angel Side Kick 
Angel's Spring 


a (Hold), ©, 0 (Hold) 

0 (Hold), ©~y 

0 (Hold), ©+n 
c (Hold), ©+n. n 

0 (While Rising) 

O+y (While Rising) 

O+y (Hold While Rising) 

y y 
* n 
oy 

B,y 
b ^y 

b, y y d y © n 

ay 

ay 

o oy 

a av 

my 

y+v y a y o n 
o d y+% © y 
y b y y y 

Round Knocker 
Broken Promise 
Heaven's Arch 

0+© or y+© (From Left) 

©+© or y+© (From Right) 

0 , 0 , ©+© 

MUU1PARTS 

_ 

Angel Strike 

• Painful Fate 

bbc, y 

0 (During Angel Strike) 

TOP FIVE MOVES 

1 Round Knocker 0+0 or y+© (From Left) 

2 Jet Stream Rush BBC, B y 0, y 

3 Guardian's Judgment B, y, y, □, y, 0, n 

4 Broken Promise 0+© or y+© (From Right) 

5 Bottoms Up 0+0 or y+© (From Behind) 

IASTAROTH 

a a, y o 

Ax Split (Hold) 

© (Hold) 

a a y © © 

Annihilation 

0,0 

B (Hold), y 

Annihilation 

0. © (Hold) 

B (Hold), y 

Destruction 

© y 

B, y (Hold) 

Grip Shot To Ax Volcano D 0, y 

a (Hold), y 

Grip Shot To Ax Volcano (Hold) C, 0, y (Hold) 

a (Hold), y+n 

Tornado Shot 

□ DO 

y (While Rising) 

Tornado Spike (Hold) 

D, D, © (Hold), y 

y+n (While Rising) 

Vicious Orde 

B, 0 

B, y, y (While Crouching) 

Vicious Circle (Hold) 

B, © (Hold) 

n n 

Hades Break 

B, © 

a,n 

Discus 

a,© 

a, n (Hold) 

Double Discus (Hold) 

a, © (Hold), 0 

a,n 

Discus Breaker (Hold) 

a, o (Hold), y 

o,n 

Hades Control 

a © 

a an 

Hades Control (Hold) 

a, © (Hold) 

o on 

Hades Divide 

a, a, o 

a n n 

Hades Divide (Hold) 

a a © (Hold) 

a n y 

Poseidon Tide 

□an o 

a, n o y 

Poseidon Tide Rush 

oob o © o, o © © 

an 

Titan Ax 

o+y 

B (Hold), n 

Atlas Punishment 

c,o+y 

B (Hold), n 

Offering 

b, o+y 

n (While Rising) 

Offenng (Hold) 

B, O+y (Hold) 


THROWS 

Widow Maker 

Holy Cracker 
Heaven To Hell 
Bottoms Up 


©+© (While Approaching) 
y+© (While Approaching) 
y+0, Q, © (While Approaching) 

©+© or y+© (From Behind) 


Breath Of Hades 
Breath Of Hades (Hold) 
Minotaur Crush 
Poseidon Crest 
Titan Swing 
Titan Swing (Hold) 
Breath Of Hades 


□ ©+y 

□, O+y (Hold) 

a (Hold), ©, o 
H (Hold), ©+y 
B (Hold), ©+y (Hold) 
O (Hold), ©+y 


Breath Of Hades (Hold) 
Reverse Spiral Ax 
Hell Hammer (Hold) 

Bear Tamer 
Great Divide 
Great Divide (Hold) 

Ax Side Divide 
Ax Butt Charge 
Ax Side Cannon 
Ax Crash 
Ax Volcano 
Ax Volcano (Hold) 

Hades 

Hades (Hold) 

Ax Grave 
Bear Fang 
Bear Fang (Hold) 

Canyon Creation 
Canyon Creation (Hold) 
Azazel Tackle 
Flying Divide 
Flying Divide (Hold) 

Guard Crusher 
Body Splash 
Body Splash (Hold) 

Ax Lower Cannon 

Demented Moon 

Demented Moon (Cancel) 

Ax Crash 

Hades Cannon 

Hades Rising 

Side Divide 

Moloch's Vice (Hold) 

Hades Knee 

Bull Rush 

Bull Rush (Hold) 

Dark Tamer 
Dark Tamer (Hold) 

Bull Low Kick 
Reverse Tamer 
Command Kicks 
Lower Command Kick 
Stamp Of Hades 
Stamp Of Hades (Hold) 
Rising Cyclone 
Bull Rush 


□ (Hold), O+y (Hold) 

© (While Rising) 

y (Hold) 

*• © 

y y 

* y (Hold) 

y y D 

y C % 

c y 
c Dt y 
cy 

B, y (Hold) 

DV 

B, y (Hold) 

ay 

a,y 

□, y (Hold) 

a ay 

a, a, y (Hold) 

a a y, o % 

B,% 

H, % (Hold) 

y+<* 

c ^ 

D, (Hold) 

B, y+«* 

BBC y+% 

BED, © 

C (Hold), y 
B (Hold), y 
y (While Rising) 
i^+% (Back Facing Enemy) 
(Hold) 

D ^ 

□ On 

0, C, n (Hold) 

b, n o 

B, n, O (Hold) 

B, n 0+© or B. 

a, n,© 

□ n n 

□ an 

B (Hold), n 
B, n (Hold) 
n, O (While Rising) 

B, n (While Crouching) 


THROWS I_ 

Maelstrom Divide Of© (While Approaching) 

Hades Destroyer y+© (While Approaching) 

Hades Destroyer (Hold) y+© (Hold While Approaching) 
























Flight Of The Wicked *+©, 0 (Hold While Approach mg) 

The Rack ©+© or *4© (From Behind) 

Beat Down ©+© or *4© (From Left) 

On Silent Wings ©+© or *4© (From Right) 

Drop Of Lava O, *>© (Against Crouching Enemy) 

Flood Of Lava B, *4© (Against Crouching Enemy) 

Titan Bomb *4©, 0 (Hold While Approaching) 
Dark Immolator H, O (Against Downed Enemy) 

Buriel ©4© or *4© (Against Downed Enemy) 


TOP FIVE MOVES 

1 Poseidon Tide OBO, O 

2 Hades Destroyer (Hold) *4© (Hold WMe Approaching) 

3 Beat Down 0-© or *4© (From Left) 

4 Poseidon Tide Rush 3BD. O, 0, O, O, O, © 

5 The Rack ©+© or *4© (From Behind) 


VOLDO 

Scissor Claw 

0 0 

Dark Shredder 

0 V© 

Dark Shredder - Blind Stance 

0 n 0 □ 

Side Claw Kick 

0 % 

Jolly Ripper - Blind Stance 

DO 

Elegant Claw 

D DO 

Rat Cheeze 

0 0 0 0 

Rat Cheeze Kick 

n 0 0 0 n 

Mouse Cutter 

B,0 

Blind Claw - Blind Stance 

□ 0 

Blind Spin 

a 00 

Lunatic Doll 

a a 0 

Praying Mantis 

04* 

Katar Gore - Blind Stance 

D © 4 * 

Gate Opener 

□ D, ©-* 

Gate Prier 

D D 0^* n 

Blind Dive 

B, ©+* 

Blind Dive (Hold) 

B, 0 + * (Hold) 

Blind Dive (Hold) (Cancel) 

B, ©4* (Hold), © 

Evil Bow 

n, 0 + * 

Guillotine Scissors Alternate 

□ © 4 * 

Running With Scissors (Hold) 

a, © 4 * (Hold) 

Death Rose 

© 4 % 

Death Rose (Hold) 

©+n (Hold) 

Death Rose (Hold) (Cancel) 

©4^ (Hold), © 

Insanity Trap 

D D © 4 <* n 

Web Weaver 

□ © 4 «* 

Web Weaver (Cancel) 

□, ©4<fc (Cancel) 

Silent Embrace 

B,0 

Blind Blade 

□ (Hold), © 


MUU1PARTS 


Moves performed during Blind 

1 Stance 

• Madness Spin 

D.0 

• Lunatic Wheel 

D DO 

• Lunatic Wheel (Hold) 

D, D © (Hold) 

• Mute Elbow Rush - 


Blind Stance 

0 0 * 

• Rat Straight 

D * 

. • Red Stitch 

D 0 * 

I • Scarecrow 

D D * 0 

• Blind Elbow Rush - 


Blind Stance 

□ (Hold) * * 

• Death Ensnare 

□ * * 

• Blind Drop Kick 

on 

• Scorpion Tail 

a,n 

• Mute Kick - Blind Stance 

an 

• Reverse Evil Bow - 


Blind Stance 

n ©4n 

• Freak Roll 

© 4 * 

. • Broken Wheel 

0 -*,D 

I • Freak Roll (Cancel) - 


1 Mantis Crawl 

04*0 

1 • Death Rose 

©4^ 

I • Death Rose (Hold) 

©4«i (Hold) 


Mantis Crawl 



Retreating Sands 

a,m 

Moves performed during Mantis Crawl . 

Oak Branch 

□ ^4<* 

• Twisted Salute 


0 

Heaven's Wheel 

E, *4«* 

• Asylum Breakout 


* 

Circular Heaven Slash 

*,o 

• Blind Drop - Blind Stance 


n 

Sheng Mirage Kick 

<P/i 

• Fool Ritual 


*4«i 

Heavy Fall 

D (Hold), * 

• Fool Ritual (Hold) 


*4n (Hold) 

Rising Void 

□ (Hold), * 

• Mantis Fire Dance 


D D 

Lifting Wing 

* (While Rising) 

• Fool Ritual Fire Dance 


D. D, * 4 % 

Liquid Poke 

B, * (While Crouching) 

• Supeiwyrm (©) 


D 0 0 © 

Banishment Kick 

D,n 

• Supeiwyrm (©) 


n, * * * 

Grcular Heaven Spin Kick D. D. n, n, % 

• Scorpion Kick 


n n 

Belly Crush 

E,n 

• Gravestone Cleaver 


a, * + n 

Earth Kick 

n,n 




Liquid Rising 

a n % 

Caliostro Rush 



Check Mate 

□ n * 

Moves performed during Caliostro Rush 

Thunder Kick 

0 , D,n 

• Katar Slap 


0,0 

Retreating Fang 

© 4 ^ 

• Blind Slap - Blind Stance 


© □ © 

Gale Kick 

ViP 

• Slap Blind Claw 


© E,© 

Banishment 

D n * 

• Mad Shredder - Mantis Crawl 

* * (Hold) 

Wild Leaves 

B (Hold), n n 

• Mad Shredder 


* * * 

Dark Sweep 

D (Hold), % 

• Rat Slaughter Kick 


% 

Thunder Kick 

□ (HoW), n 

• Snake Eater 


©r* 

Dark Curtain 

□ (Hold), no 

• Lunging Rat Bounce 


* + n 

Shattering Kick 

n (While Rising) 

TOP FIVE MOVES 


THROWS Hi 


1 Mantis Fire Dance 

D, 0 During Mantis Crawl 

Dropping Embrace 

©♦© (While Approaching) 

2 Fools Inquest 

©+© or *4© (From Left) 

Crushing Soul 

*4© (While Approaching) 

3 Death Rose 

©4% 


Stalk Cutter 

©+© or *4© (From Behind) 

4 Running With Scissors (Hold) 

0 O 4 * (Hold) 

Rising Mustang 

©4© or *4© (From Left) 

5 Spinning Umbrella 

©4© (While Approaching) 

Mina Frankensteiner 

©4© or *4© (From Right) 


Mystery Dance 


□ (Hold), ©4* 

Scorpion Gaw 


0 (While Rising) 

Mouser Cutter 


0 (While Crouching) 

Stampede Shredder 


* * 

Blade Nail 


D * * 

Demon Elbow 


D □ * 

Guillotine Scissors 


B * * 

Ecstasy - Blind Stance 


n * a 

Power Slave 


oy * 

Asylum Dance - Matis Crawl 

a, * n 

Asylum Dance 


a, * n n 

Katar Splitter 


0,* 

Katar Splitter - Mantis Crawl 

□, * (Hold) 

Demon Pheromone (Hold) 

a, a * (Hold) 

Demon Pheromone 



(Hold) (Cancel) 


a, a, * (Hold), © 

Super Freak 


on 

Super Freak Retreat 


a * 4 n 

Super Freak Lunge 


D * + n 

Super Freak Lunge - 



Mantis Crawl 


D, *~n (Hold) 

Grave Digger 


*0 

Demon Elbow 


D (Hold), * 

Despair 


H (Hold), * 

Bat Taste - Mantis Gawl 

* (Hold While Rising) 

Bat Taste 


* * (While Rising) 

Rat Drill - Blind Stance 


E, * (While crouching) 

Asylum Step 


* (While Crouching) 

Rat Bounce 


* 4 n (While Crouching) 

Rat Bounce - Mantis Crawl 

0, *4n (Hold While 



Douching) 

Blind Drop - Blind Stance 

□ D % 

Mute Mid Kick 


B,n 

Rat Kick 


on 

Scorpion Tail - Blind Stance 

an 

Scorpion Tail 


B, n D (Hold) 

Bending Kick 


an 

Bending Kick - Mantis Crawl 

a. n (Hold) 

Lunatic Flip 


a an 

Demon Tail 


B (Hold), n 

Mute Low Kick 


a (Hold), n 

Scorpion Tail - Blind Stance 

B (Hold), n 

Lunatic Flip 


a (Hold), n 

Lunatic Spin Blind Stance 

n (While Rising) 

Lunatic Spin 


n, 0 (While Rising) 

THROWS 



Spinning Umbrella 

©4© (While Approaching) 

Catacomb Throw 

*4© (While Approaching) 

Bloody Drill 

V© (Hold While Approaching) 

Blind Ownership 

*4© (While In Blind Stance) 

Sadistic Cross 

©4© or *4© (Rom Behind) 

Fools Inquest 

O4© or *4© (Rom Left) 

Bush Whacker 

©4© or *4© (From Right) 

Grave Robber (Hold) 




B, * (Hold Against Downed Enemy) 
Life Sucker (Short ©+© (During Caliostro Rush) 

Life Sucker (Hold)(Long) 

©4© (Hold During Caliostro Rush) 
Centipede Nightmare (Short) 

*4© (During Caliostro Rush) 
Centipede Nightmare (Hold)(Long) 

*4© (Hold During Caliostro Rush) 


TOP FIVE MOVES ■■■■ 

1 Rising Mustang ©-© or *4© (From Left) 

2 Dancing Crane ©HP, © * 

3 Mina Frankensteiner ©4© or * 4 © (From Right) 

4 Opening Treasure B, © 4 * 

5 Stalk Cutter ©4© or * 4 © (From Behind) 


SEUNG MINA 

Wild Gale 

0, © V 

Blunting Kick 

D, ©n 

Strangling Flower 

□ 00 

Srangling Slash 

BO 

Sweeping Grde 

no 

Biting Strike 

B,0 

Shadow Step Slice 

0,0 

Wing Doss 

a, a, 0,0 

Light Crane 

© 4 ^ 

Dancing Dane 

©4* 0 

Dancing Crane (Cancel) 

©4^, 0 , r o 

Heavy Dane 

©4*, © ^ 

Fang Barrage 

□ ©4*P 

Fang Barrage (Cancel) 

D, © 4 *, © 

Opening Treasure 

B, 04^ 

Rapid Earth 

n. 04 * 

Holding Treasure 

B, ©4* 

Rapid Spinning Spiritual Thrust 0, 0-*, * * 

Seung's Crushing Long Blade B, Q+& 

Seung’s Crushing 


Long Blade (Cancel) 

B. 04* (Cancel) 

Seung's Quick Long Blade 

B. ©4*, * 

Radiant Wing 

□, 0-* 

Grcular Blade Kick 

© + n 

Zanbatou Smackdown 

0 o + n 

Dancing Fang Sweep 

B, ©4«V 0 

Dancing Blade Kick 

b, o + n n 

Fang Sweep 

0 , ©4n 

Power Fang Sweep 

a, o + n 

Gale Stream 

0 0 * 

Strangling Deception 

B 0 0 

Strangling Flower 

C (Hold), © 

Willow Divide 

B (Hold), © 0 

Heavy Willow Dive 

B (Hold), 0. 0 

Falling Fang Divide 

□ (Hold), ©. 0 

Black Wing 

D (Hold), © * 

Black Wing (Cancel) 

n (Hold), ©, * (Cancel) 

Sparrow Sweep 

B (Hold), © 

Fang's Way 

0 (While Rising) 

Glory Fan 

©4* (While Crouching) 

Glory Fan (Cancel) 

©4*, 0 (While Crouching) 

Splitting Divide 

* * 

Hidden Fang 

c * 0 

Thrusting Fang 

0 * * 

Shadow Fang 

D * C 

Heavy Fall 

C D * 

Lifting Heavens 

B* 

Spinning Divide 

a * 

Spinning Divide (Hold) 

a * (Hold) 

Earth Poke 

0 a * 

Glory Wing 

* + n 

Glory Wing (Cancel) 

*4^ (Cancel) 

Wheel 

□ *4% 

Rock Breaker 

n,*4% 












ERIT1E BDV RDURflCE 


WELCOME TO ADVANCE... 

It's another packed Advance this month with Final Fantasy Tactics 
Advance top of the pecking order. The popularity of Nintendo's 
pocket buddy shows no signs of diminishing despite the challenge 
of the N-gage. Pah say we! 




Sometimes the best things in life come in small packages 


THE LEGEND OF 

STARFI 2 


@ inFD 

PUBLISHER: 

CAPCOM 

DEVELOPER: 

CAPCOM 

GENRE: 

PLATFORMER 

PLAYERS 

1 

RELEASE: 

OUT NOW 


She's a 
star! 



® inFQ 

PUBLISHER: 

NINTENDO 

DEVELOPER: 

IN HOUSE 

GENRE: 

PLATFORMER 

PLAYERS: 

1 

RELEASE: 

TBA 

5TRT5 


m ALL-NEW ADVENTURE 

■ WE GIVE THIS A SEA-f 


THE CULT HIT that was The Legend Of Starfi 
looks set to continue with this sequel. The premise 
is simple: You are Starfi, the Starfish Prince of the 
Sky Kingdom. Luckily, you're also pretty proficient 
at swimming and learning new skills associated 
with the aquatic activity. Once again the water is 
on the rise and so Starfi descends into the murky 
depths of the ocean to see what's up... 

As before, this is strictly 2D. You swim around 
massive levels completing small tasks like 
destroying every enemy in the area with your spin 
attack or collecting black pearls. Being a first-party 
Nintendo title, everything is super slick and tuned 
to perfection. Levels awash (sorry) with secret 
areas that, due to the versatile moves of Starfi, are 
a complete joy to discover. 

The learning curve is perfect, introducing new 
ideas when things start to go a little flat. There's 
not much more that can be said about this game 
other than that it improves over its 
predecessor in every way. If you're 
feeling starved of classic Nintendo r «. w 1 
platformers then look no further. 




© Running then 
jumping will 
send you 
soaring into 
the sky, 
letting you 
reach all the 
high ledges. 




STRT5 
I GORGEOUS GRAPHICS 

| DISNEY SOUNDS 

DISNEY’S 



Q As usual. 


each end-of- 
level boss 
will have to 
be dealt with 
the last tool 
or item you 
picked up. 


MAGICAL QUEST 2 

A kind of magic 


THE FIRST MAGICAL Quest certainly didn't 

light any fireworks, but it was an enjoyable title 
regardless, and the second game in the series 
carries the torch of the first admirably. 

Taking control of ether Mickey or Minnie, you 
travel around a 2D world of carnivals, ghost 
houses and mysterious woods, using special 
costumes to help you along the way. Like the 
first game these allow you to scale vertical 
walls or put out fires, hoover up enemies and 
jump extremely high. 

Sometimes a situation in a level will call for 


all of these suits to be used in turn in order to 
progress while at other times using them 
imaginatively coupled with that ever-useful 
'gamers instinct' will lead you to bonus items. 

The old-skool gameplay and colourful 
presentation mix well with the bouncy music, 
although older gamers may find it all a bit too 
twee, and amidst the traditional level structure 
you'll find the occasional trick that takes 
advantage of the sprite scaling and rotation 
power of the CBA. 

Magical Quest 2 is nothing 
remarkable, but it may be just the 
ticket for those wanting some 
conventional platform action. 


































Ahh how cute. Just like 
get-togethers of old. 


i'a pick "Final 
Fantasy." That’s 
my favorite. 


Watch where 
you’re going, sson! 



©inFP 


PUBLISHER: NINTENDO 
DEVELOPER SQUARE ENIN 
GENRE: STRATEGY 

PLAYERS 1 
RELEASE 24 OCT 03 


STRTS 

■ HOURS OF PLAYTIME 

■ ROCK-SOU) BATTLES 


FINAL FANTASY 

TACTICS ADVANCE 


© 


All manner of 
strange and 
wonderful 
creatures inhabit 
the world of 
Final Fantasy. 


© 


Make sure you 
take down every 
detail when it 
comes to your 
mission 
objective. 


Let this 

game 

he 

your 

fantasy 




Although the 
main game is 
set in various 
fantasy lands, 
you start off in 
an interesting 
contemporary 
setting. 


FINAL FANTASY COMES home to the 

Came Boy, and rather than a simple remake as 
first feared. Square (or SquareEnix as they're 
now known) have released what has the 
potential to stand alongside the best GBA titles 
of this year. 

Echoing the original Tactics on the PlayStation, 
you travel around a vast world fighting groups of 
monsters, employing a battle system similar to 
that used by Games Workshop tabletop games. 
You know - first chose to move, then perform an 
action, take your Line of Sight into account, and 
so on. This means that while initial battles are 
quite simple, its not long before the huge array 
of items, abilities and tactics available to the five 
different species you have control of transform 
minor skirmishes into huge, epic conflicts. 

The all-new judicial system that overlooks these 
melees with special limitation rules unique to each 
area also opens up more strategy for the player. 
The way this works is quite simple: enter a battle 
and you'll have the option of viewing the rules. 

You may not be able to use a special item, or 
spells may be disabled, for example. Break these 
rules, and depending on what extent to which you 


did this you'll be handed a red or yellow card. Do 
this too much and you'll find one of your 
characters in prison, excluded from the game. 

It's a welcome option and sometimes it's 
worth the risk if an enemy giving you hassle is 
particularly vulnerable to certain attacks. Bare in 
mind that the advantage to sticking to the rules 
is not to be sniffed at though. Judicial points (JP) 
are awarded when you KO an enemy and have 
stuck to the rules, and these can be used to 
perform devastating combo attacks. These 
intricacies make the fights thoughtful and fun, 
essential when you consider that the majority of 
the game is spent in skirmishes. 

While simple, the storyline is also gripping and 
it's amusing to see the narrative self-reference its 
own cliches. The icing on the cake is that the 
mission structure may cause you to rack up over 
100 hours of play. (Although this is also negative 
- sometimes it's not clear where you should be 
going to progress the story). A minor, minor flaw 
though. FFTA is an absolute delight to 
those who prefer their games to be a 
little more thoughtful, and to top it all 
off, it looks phenomenal. Lovely. 
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The game engine 
is sometimes a 
bit slow, but it 
does allow for 
some massive 
battles that can 
last for 

absolutely ages. 



start of the game 
is woven into the 
introductions of 
the characters in 
a rather clever 
fashion. 
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ADVANCE EXTRA... 

As you no doubt gathered from the news section, for Nintendo gamers ECTS 
was surprisingly eventful. However, after the initial excitement of playing 
around with Mario Kart and the like, it's time to fill you in on a few CBA 
details too, so here are the top two games that stood out from the rest. 

What you could be playing on your CBA by Christmas 


MARIOS LUIGI 

Brother, where art thou? 



RUMOURS ARE RIFE that Mario 128 will 
be a sort of pseudo-3D adventure harking 
back to simpler days. We say ignore this, for 
all nostalgic yearning will no doubt be 
settled with this latest GBA title from 
Nintendo. Mario and Luigi is essentially an 
action-RPG. You control the pair of plumbers 
at the same time, solving puzzles and 
defeating enemies to save the Princess once 
again, who has had her voice replaced with 
explosives by an evil witch. Interestingly, you 
start off with Bowser at your side, as he 
arrives at the Royal Castle at the same time 
as you, only with a wholly different agenda 
(Guess what!). Unfortunately after an aerial 
assault by the Witch, Bowser is sent flying off 
to who-knows-where, although we're sure to 
find out later. Not a very deep story, but 
suitably different for a Mario title. 

The A and B button correspond to each 
brother's jump action, and as you control 

@ Old enemies 
from the 



both at the same time this can be quite 
confusing when you first start to play. Things 
soon smooth out though, and the set-up 
works extremely well once you get the hang 
of it. It helps that there's one 'leader' brother 
(who can be switched at any time with the 
start button) whose job it is to open chests, 
talk to characters and other similar moves. 
Now, Nintendo isn't one to let a gameplay 
opportunity go to waste and having both 
brothers on the screen at the same time 
offers loads of new challenges aside from the 
standard platforming. Mario and Luigi will be 
able to team up to perform extra long jumps 
for instance, or in combat mode (which is 
very similar to past Mario RPG battle systems 
- perform and avoid attacks in real-time, but 
take turns to perform these actions), execute 
devastating combo attacks. With such eye¬ 
catching visuals and proven gameplay, this 
should be a massive hit. 


* i 
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PUBLISHER: 

NINTEN00 

0EVE10PER: 

IN HOUSE 

GENRE: 

XXXX 

PLAYERS: 

1 

RELEASE: 

04 03 

STRTS 


■ MARIO RPG 3 


| NEW COMBO MOVES 



Defeating 
the bosses 
will require 
mastery of 
the special 
mutliple 
character 
combos 



BANJO-KAZOOIE 

GRUNIY’S REVENGE 


Bird of 
prey 



ALTHOUGH WE’LL NEVER be seeing a Rare 
title on the GameCube again, it's good news to 
hear that it hasn't forgotten about Nintendo's 
other console. Banjo-Kazooie: Grunty’s 
Revenge is the third title in the franchise that 
started life on the N64, and the good news is 
that its managed to make the transition from 
3D to 2D remarkably well. Similar to the 
Terminator, the witch Gruntilda (beginning to 
notice a theme with GBA games here...) has 
travelled back in time to prevent you ever 
meeting with Kazooie, your feathered 
companion. Ever the hero, Banjo has travelled 
back with her to stop the nefarious plan. 
Everything you'd expect to see from a Banjo- 
Kazooie title is in here - Jiggies, Jingos, Notes, 
different environments to play in (including 
underwater worlds, lava and robotic factories), 
classic platforming action, 20 different moves 
for the main characters and Mumbo- 
delivered magic that allows you to shrink into 
other forms. 

It's unlikely that Grunt/s revenge will break 
any rules, but it does promise to be a massive 
adventure with a fine mix of puzzle and action. 
If this does for the GBA what Donkey Kong 
Land did on the original GB, it'll be a classic 
platform treat for anyone into the genre. 


® inFn 

PUBLISHER THQ 
DEVELOPER RARE 
GENRE: PLATFORMER 

PLAYERS 1 
RELEASE OCT 03 


I: 


5TRTE 
BRAND NEW 

WHO NEEDS 



© The graphics are as 
charming as ever 


























ChoapjTi pn6S.com 



Don’t pay top whack! 

Call CheapTones.com! Calls to 
the Order Line are just 60p / min. 
WEB SITE - www.CheapTones.com 
WAP SITE - wap.CheapTones.biz 


MUSIC RINGTONES 


1000’s more on the internet - 
www.CheapTones.com 


HOW DO I ORDER? 

Just call the Order Line on 

0906 698 1181 

from Ireland - 1570 939 «39 (126.91e/min.) 

Then type in the 4 digit code that you 
want and your order will be sent to 
your mobile phone instantly by SMS! 

* Alternatively, 02, Orange, 7-Mob & Vodafone 
can send text "cube xxxx" to number 87101, 
where xxxx is the ringtone / logo code . 


LOGOS 

7253 7734 7260 2452 

mEM mi mmx\ mrnrn 

7729 3479 3356 3913 


1 missed cells waf ...w KMUM 


2Pac - Changes: 5156 
2Pac - Thugz Mansion: 8144 
50 Cent - 21 Questions: 8973 
50 Cent * In Da Club: 8133 
Aaliyah - Don't Know: 8583 
Amy Studt - Misfit: 8755 
Appleton • Everything: 9027 
Ashanti • Rock Wit U: 8784 
Atomic Kitten • The Tide Is: 7603 
Avril Lavigne - Complicated: 7977 
Avril Lavigne - Losing Grip: 8944 
Avril Lavigne • Sk8er Boi: 7858 
B2K Ft P Diddy - Bump Bump: 8017 
Benny • Satisfaction: 9017 
Bey once • Crazy In Love: 8765 
Bhangra • Husan: 8620 
Big Brovaz • Favourite Things: 8618 
Blazin' Squad • We Just Be: 8933 
Blue - U Make Me Wanna: 8235 
Blur - Crazy Beat: 9000 
Bowling For Soup • Punk Rock: 9028 
Busta Rhymes -1 Know What: 8587 
Busted - Year 3000: 8052 
Busted - You Said No: 8590 
Cheeky Girls • Cheeky Song: 7961 
Cheeky Girls • Take Your: 8619 
Chingy - Right Thurr: 9006 
Christina Aguilera • Fighter: 8753 
CKY • 96 Quite Bitter Beings: 6080 
Coldplay • Clocks: 8248 
Coral- Pass It On: 9018 
Cosmic Rough - Because You: 8943 
Daniel B- If You're Not: 7936 
Delta Goodrem • Lost Without: 8781 
DJ Sammy • Boys Of Summer: 8179 
DJ Sammy - Heaven: 7137 
DMX - X Gon' Give It To Ya: 8593 
D-Side • Invisible: 9019 
Electric Six-Gay Bar: 8724 


Eminem • Business: 8997 
Eminem - Cleanin' Out: 7542 
Eminem - Lose Yourself: 8137 
Eminem • Sing For The Moment: 8201 
Eminem • Without Me: 6604 
Emma - Free Me: 8729 
Evanescence - Bring Me To: 8605 
Faithless - Insomnia: 8097 
Fast Food Rockers - Fast Food: 8780 
Finch • Letters To You: 8134 
Flip 8. Fill - Field Of: 8787 
Flip & Fill • I Wanna: 8035 
Flip & Fill - Shooting Star: 6937 
Gareth Gates - Spirit In Sky: 8214 
Ginuwine • Any More: 9030 
Girls Aloud • No Good Advice: 8702 
Good Charlotte • Girls And Bs: 8606 
Good Charlotte • Lifestyles: 8070 
Good Charlotte • The Anthem: 8945 
Guns 'n' Roses • Sweet Child: 8589 
Ja Rule Ft • Mesmerize: 8237 
Jane's Add - Just Because: 9021 
Javine • Real Things: 8996 
Jay-Z Ft - 03 Bonnie & C: 7949 
Jennifer Lopez - Jenny From: 7930 
Joe Budden • Pump It Up: 8999 
Junior Senior - Move Feet: 8180 
Justin Timberiake • Cry Me A: 8067 
Justin Timberiake • Like I Love: 7851 
Justin Timberiake - Rock Body: 8602 
Kelly Rowland - Stole: 8109 
Killing Joke • Loose Cannon: 9023 
Kym Marsh - Come On Over: 8998 
Las Ketchup • Ketchup Song: 7799 
Usa Maffia • All Over: 8591 
Love Inc - Broken Bones: 8717 
Lumidee • I'll Never Leave: 9008 
Madonna • Hollywood: 8994 
Manic Street Ps - Judge: 9029 


Marilyn Manson • Mobscene: 8628 
Metallica-St Anger: 8934 
Michelle Branch - Are You: 8980 
Milk Inc • Walk On Water: 7685 
Minimalistix - Magic Fly: 9004 
Mis-Teeq - Can't Get It Back: 8974 
Murderdolls - White Wedding: 8946 
NAS • I Can: 8251 
Nelly - Dilemma: 7952 
New Found - Understatement: 8947 
N-Trance • Destiny 9005 
Oasis - Songbird: 8125 
Panjabi Me • Jogi/Beware: 8940 
Panjabi MC • Mundian To: 8054 
Paul Van Dyk • Nothing But: 8976 
Pink Ft-Feel Good: 8995 
Pom Kings - Shake Ya: 8219 
R Kelly • Ignition Remix: 8210 
Red Hot C Ps- Cant Stop: 8143 
Red Hot C Ps- The Zephyr: 7831 
Room 5 Ft • Make Luv: 8246 
S Club 8 • Fool No More: 8972 
Scooter - Logical Song: 6818 
Scooter • The Night: 8936 
Scooter - Weekend: 8249 
Sean Paul • Get Busy: 8262 
Sean Paul - Gimme The Light: 7682 
Sepultra • Bullet The: 9012 
Shania Twain - Forever And: 8745 
Shed Seven - Why Can't I: 8710 
Sinead Quinn • What You: 8978 
Stone Sour • Inhale: 9013 
Sugarcult • Bouncing Off: 9014 
Sum 41 - Over My Head: 8948 
Tatu - All The Things: 8108 
Tomcraft • Loneliness: 8608 
Transplants • Diamonds: 8285 
Wayne Wonder • No Letting Go: 8782 
XTM & DJ - Fly On The: 8730 


POLYPHONIC RINGTONES - WAP REQUIRED TO RETRIEVE RINGTONES 
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7740 7746 
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5064 8103 
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50 Cent • 21 Questions: 8636 
50 Cent - In Da Club: 8300 
Amy Studt-Misfit: 8639 
Avril Lavigne - Complicated: 7976 
Avril Lavigne - Sk8er Boi: 8312 
Beatles • Strawberry Fields: 8530 
Benny - Satisfaction: 9036 
Beyonce - Crazy In Love: 8989 
Big Brovaz - Favourite Things: 8648 
Blue • U Make Me Wanna: 8330 
Busta Rhymes -1 Know What: 8650 
Busted • You Said No: 8651 
Christina Aguilera • Fighter: 8655 
Coldplay • Clocks: 8344 
Coral • Pass It On: 9035 
DJ Sammy • Boys Of Summer: 8365 
DJ Sammy • Heaven: 8366 
DMX-X Gon' Give It To Ya: 8659 
D-Side • Invisible: 9033 
Electric 6 - Gay Bar: 8661 
Eminem • Business: 8662 
Eminem • Lose Yourself: 8101 
Eminem - Sing For The Moment: 8375 
Evanescence - Bring Me To: 8774 


Fast Food Rockers • Fast Food: 8775 
Foundations - Build Me Up: 8531 
Gareth Gates - Spirit In Sky: 8393 
Glenn Miller • In The Mood: 8399 
Good Charlotte - Girls And: 8665 
Good Charlotte • Lifestyles: 8400 
Guns 'n' Roses - Sweet Child: 6977 
Human League - Don't You: 8402 
Javine • Real Things: 8993 
Jennifer Lopez • Jenny From: 8100 
John Travolta • Grease: 8411 
Junior Senior • Move Your: 8414 
Justin Timberiake • Cry Me A: 8416 
Justin Timberiake • Like I Love: 8417 
Justin Timberiake • Senorita: 8778 
Kym Marsh • Come On Over: 8988 
Las Ketchup - Ketchup Song: 7877 
Madness - House Of Fun: 8922 
Madness - One Step Beyond: 8927 
Madonna - Hollywood: 8992 
Mario • C'mon: 8986 
Metallica • Enter Sandman: 7165 
Mis-Teeq - Can't Get It Back: 8987 
NAS -1 Can: 8455 


Nelly • Dilemma: 7951 
Panjabi MC - Mundian To: 8464 
Pink Ft-Feel Good: 8990 
Pogues • Dirty Old Town: 8919 
Queen • Bohemian Rhapsody: 8475 
R Kelly • Ignition Remix: 8476 
Red Hot Chili • Can't Stop: 8478 
Robbie Williams • Angels: 8482 
Robbie Williams-Feel: 8102 
Rolling Stones • Paint Black: 8536 
Room 5 - Make Luv: 8494 
Scooter • The Logical Song: 8503 
Sean Paul - Get Busy: 8682 
Status Quo • Caroline: 8522 
Steve Harley - Come Up See: 8523 
Stranglers - Golden Brown: 8921 
Survivor - Eye Of The Tiger: 8526 
Tatu • All The Things: 8527 
Tatu • Not Gonna Get Us: 8528 
Tina Turner • Simply The Best: 8545 
Tomcraft • Loneliness: 8687 
UB40 - Red Red Wine: 8562 
Van Morrison • Brown Eyed Girl: 8563 
Wham - Club Tropicana: 8572 


TV, MOVIE 
& OTHERS 


Angel: 4603 
A-Team: 6454 
Austin Powers: 1026 
Banana Splits: 5016 
Big Brother: 4613 
Black Beauty: 5501 
Buffy: 1028 

Captain Pugwash: 4620 
Deliverance: 4457 
Exorcist: 4460 
FI Podium Theme: 8257 
Friends: 4632 
Godfather: 4461 
Good, Bad, Ugly: 4465 
Great Escape: 3594 
Guinness: 4706 
Hawaii Five O: 3533 
Hyundi Ad: 7691 
Italian Job: 5658 
Jackass: 8588 
James Bond: 1430 
Knight Rider: 4645 
Littlest Hobo: 8016 
Lord Of Rings: 7950 
Magnificent Seven: 4920 
Mission Imp 2:1261 
Muppets: 4650 
Only Fools: 6732 
Phoenix Nights: 7538 
Pulp Fiction: 6715 
Rainbow: 4924 
Rocky: 1050 
Roobarb: 1440 
Scooby Doo 4562 
Simpsons: 1439 
South Park: 5177 
Spiderman: 6657 
Tigger's Song: 6453 
Winnie The Pooh: 3893 


Angel: 8949 
A-Team: 8454 
Banana Splits: 8164 
Black Beauty: 8167 
Buffy: 8691 

Camberwick Green: 8952 
Captain Scarlet: 8953 
Dr Who: 8693 
Exorcist: 7167 
Formula 1: 9032 
Great Escape: 8956 
Jackass: 8557 
James Bond: 8077 
Jaws: 8957 

League Gentlemen: 9034 
Men Bahaving Badly: 8924 
Mission Imposs: 6975 
Mr Benn: 8963 
Muppets: 8271 
Only Fools Horses: 8697 
Pulp Fiction: 8698 
Simpsons: 7164 
Star Trek: 8274 
Thunderbirds: 8272 
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ANIMATED SCREENSAVERS 


NOKIA 3330, 3410, 5210 4 5510 
WAP NEEDED TO DOWNLOADI 

m 

7005 • DOG LICKS SCREEN 6988 - BAD BOY! 


7016 - CHEEKY MONKEY 7015 • MAD COW 


Pm 

EZHa 

pm 

7121- 

as m 

SPINNING SKULL 7119 - SCARY MASK 
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JAVA GAMES 


Nokia 3410, 3510i, 6310i, 6610, 7210, 7650 
Siemens M50/MT50, C55, S55 Sharp GX-10 
Motorola T720 - WAP NEEDED! 



Fruit Machine: 8007 
O THER S - 
Aston Golf *: 8001 
Black Widow: 8002 
Chains: 8003 
Demon Treasure: 8004 
Diamond Mine: 8005 
Forge A Fortune: 8006 
Hell's Pit: 8008 
Pillar Dodge: 8010 


Ice Penguin: 8009 
HOW TO O RDER 
To order a game, send 
text "cube xxxx" 
to number 87101, 
where "xxxx" is the 
4 digit game code. 
All games cost £4.50 

*Not Nokia 6310i 


WWW CheapTones com. Box 220, M27 0WR. Calls to the Order Line are charged at 60p / mm (Ire 126 91c / min). average call is 2-3 mins Call from a landline - charges may be more from a mobile ‘Text orders cost £3 Text orders other 
than Nokia, add manufacturer to end of text message, e g “cube 3676 sagem' For the Help Line / Compatibility - call 0871 750 3970 Fax-Back Service 0871 750 3974 Alcatel pictures, operator logos & mono nngtones 511.512.525.715 
Motorola mono nngtones T192 T193 T250 T260.V100.V50.V8088 Motorola poly ringtones: A830.C330.C333.C336.C350.T720 Nokia pictures, operator logos, poly 6 mono nngtones 3510.3510i.3650.5100,6100 6610.6800,7210.7250,7650 
Nokia pictures, operator logos 4 mono ringtones 3210,3310,3330.3410.5210,5510,6210.6250.6310,6310i.6510.8210.8250.8310,8850.8890,9210. Nokia operator logos 4 mono nngtones 6110.6130.6150.7110,8810.8910i,9110i.9210.nk702 
Nokia operator logos only 5110.5130.nk402 Nokia mono ringtones only: 6090,8110i.9000i,nk503. Panasonic poly nngtones only GD67,GD75,GD87.GD88.GD95,GD96 Sagem mono nngtones only most models - check web site for details 
Samsung pictures 4 mono nngtones N500.R210.T108 Samsung pictures 4 poly nngtones N600,N620.N625,N628,S105,S300.T100.T208.T400.V100.V200,V205 Samsung poly nngtones only A800 S100 Samsung mono nngtones only 
N100.N300 Sendo mono nngtones only: J520.J530,P200.P220,S200.S220. Sharp poly nngtones only: GX-10 Siemens pictures, operator logos, poly 4 mono nngtones C55.M55.S55.SL55 Siemens pictures, operator logos 4 mono nngtones 
A50,C45.CL50.M50,ME45.MT45.MT50.S45.SL45 Sony Encsson poly nngtones only P800.T300.T310 Tnum mono nngtones only IIO.Edipse.Mystral.Odyssey 































































E PRICED £39.99 OR OVER 


IT'S TIME TO 
MOVE ON... 

Here at CUBE we're having a bit 
of a dilemna. For many issues now 
we've been using this page to give 
you brand new artwork for the 
replacement GameCube fascias 
that we gave away on several 
ocassions. Now though, we've run 
out of fascias (sorry, that really is it 
on the fascia front, as all the 
relevant issues have sold out), and 
those of you lucky enough to have 
one are more than capable of 
making your own artwork. 

So, what do we do? We've had 
loads of responses to last issue's 
Which CUBE team member' 
question, so we'll probably print 
those next issue, but after that, what 
would you like to see on this page? 
Would you like to see more letters? 
Hw about an expanded Forum 
section? More Beat The Team 
challenges? Or maybe something 
completely new? 

As always your suggestions will 
take a few issues to kick in, but send 
in any ideas to: 




R.I.P. FASCIAS 
C/0 CHANDRA@CUBE 
PARAGON PUBLISHING 
PARAGON HOUSE 

CT PCTCDC pn 

BOURNEMOUTH, DORSET 
UK BH1 2JS 

OR Send an email with a R.I.P. 
Fascias subject header to: 

CHANDRA@PARAGON.CO.UK 


Fred's days are numbered. 
That's how, for now 


GAME 


1 Voucher H redeemable at any GAME 
store m the UK or Eire 

J This voucher r» not recoverable and 
n not e«rhangeaMe tor (ash 

4 This voucher r\ redremabir against 
GameCube games onty 

5 Only one voucher may be uscrl per 
product 

6 This voucher cannot be redeemed 
agamst a pre-owned purchase 

1 This otter may be withdrawn at any 
time without (trior notice 

8. This voucher is valid until 
)0 October JOOl 

www.game.uk.com 
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ISSUE THIEflTM FOUR 


□□□□□ 


Your complete at-a- 
glance guide to every 
game CUBE has 
ever reviewed since 
the dawn of time. 
Now that's what we 
call The Directory ! 


□IRI 


RV 


GAME NAME 

PUBLISHER 

DEVELOPER 

PtAYERS 

GBA 

GUIDE 

ISSUE 


■ 18-Wheeler AM-PRO Trucker 

Acclaim 

In-house 

1-2 

N 

N 

8 

PAL 

4.4 

■ 2002 FIFA World Cup 

EA 

In-house 

1-4 

N 

N 

13 

PAL 

8.2 

■ Ace Golf 

Eidos 

Telenet Japan 

1-4 

N 

N 

12 

PAL 

8.1 

Agent Under Fire 

EA 

In-house 

1-4 

N 

Issue 9 

7 

PAL 

6.4 

■ Aggressive Inline 

Acclaim 

Z-Axis, 

1-4 

N 

Issue 10 

10 

PAL 

9.1 

■ Animal Crossing 

Nintendo 

In-house 

1-4 

Y 

N 

12 

NTSC 

8.5 

■ ATV2 

Acclaim 

Climax 

1-2 

N 

N 

16 

PAL 

8.1 

8 Barbarian 

Virgin 

Saffire 

1-4 

N 

N 

11 

PAL 

4.3 

■ Batman: Dark Tomorrow 

Kemco 

Hot Gen 

1 

N 

N 

20 

PAL 

3.9 

■ Batman Vengeance 

Ubi Soft 

In-house 

1 

N 

N 

6 

PAL 

6.2 

■ Battle Houshin 

Koei 

In-house 

1 

Y 

N 

7 

NTSC 

7.0 

8 Beach Spikers 

SEGA 

AM2 

1-4 

N 

N 

10 

PAL 

8.0 

8 Big Air Freestyle 

Ubi Soft 

In-house 

1-2 

N 

N 

14 

PAL 

4.2 

8 Big Mutha Truckers 

Empire 

Eutechnyx 

1 

N 

N 

18 

PAL 

8.3 

■ Black & Bruised 

Vivendi 

Digital Fiction 

1-2 

N 

N 

20 

PAL 

6.8 

8 Blood Omen 2 

Eidos 

Crystal Dynamics 

1 

N 

N 

15 

PAL 

7.7 

H BloodRayne 

Vivendi 

Terminal Reality 

1 

N 

N 

19 

PAL 

4.0 

8 Bloody Roar: Primal Fury 

Activision 

Fighting 

1-2 

N 

N 

6 

PAL 

7.0 

8 BMXXXX 

Acclaim 

Z-Axis 

1-2 

N 

N 

14 

PAL 

4.5 

IB Bomberman Generation 

Majesco 

Hudson Soft 

1-4 

N 

N 

8 

NTSC 

8.0 

8 Burnout 2: Point Of Impact 

Acclaim 

Criterion 

1-2 

N 

N 

19 

PAL 

9.3 

8 Burnout 

Acclaim 

Criterion 

1-2 

N 

N 

6 

PAL 

8.4 

8 Capcom Vs SNK: EO 

Capcom 

In-house 

1-2 

N 

Issue 10 

9 

PAL 

8.2 

8 Cel Damage 

EA 

In-house 

1-2 

N 

N 

6 

PAL 

4.3 

Conflict: Desert Storm 

Sci 

Pivotal 

1-4 

N 

N 

18 

PAL 

8.2 

■ Crash Bandicoot 

Vivendi 

Eurocom 

1 

N 

N 

13 

PAL 

5.6 

8 Crazy Taxi 

Acclaim 

In-house 

1 

N 

N 

6 

PAL 

7.3 

Cubic Lode Runner 

Hudson 

In-House 

1 

N 

N 

23 

NTSC 

6.2 

8 Dakar 2 

Acclaim 

In-house 

1-2 

Y 

N 

17 

PAL 

9.0 

8 Dark Summit 

THQ 

Radical 

1-2 

N 

N 

8 

PAL 

6.2 

8 Dave Mirra Freestyle BMX 2 

Acclaim 

Z-Axis 

1-2 

N 

N 

6 

PAL 

7.4 

8 Dead To Rights 

EA 

Namco 

1 

N 

N 

22 

PAL 

6.8 

Defender 

Midway 

In-house 

1-2 

N 

N 

17 

PAL 

4.0 

B Def Jam Vendetta 

EA 

AKI 

1-4 

N 

N 

19 

PAL 

8.9 

Die Hard: Vendetta 

Vivendi 

Bits Studios 

1 

N 

N 

13 

PAL 

8.2 

8 Disney's Magical Mirror 

Nintendo 

Capcom 

1 

Y 

N 

11 

PAL 

5.9 

■ Disney Sports Skateboarding 

Konami 

In-house 

1 

N 

N 

12 

PAL 

4.6 

8 Disney's Tarzan Freeride 

Disney Int. 

Ubi Soft 

1 

N 

N 

6 

PAL 

5.0 

8 Donald Duck: Quack Attack 

Ubi Soft 

In-house 

1 

N 

N 

6 

PAL 

6.2 

■ Doshin The Giant 

Nintendo 

In-house 

1 

N 

N 

12 

PAL 

7.4 

1 Dr Muto 

Midway 

In-house 

1 

N 

N 

17 

PAL 

5.0 

8 Driven 

Bam! 

In-house 

1-2 

N 

N 

6 

PAL 

7.0 

W Eggo Mania 

Kemco 

Hot Gen Studios 

1-4 

N 

N 

11 

PAL 

5.2 

8 Enter The Matrix 

Infrogrames 

Shiny 

1 

N 

N 

20 

PAL 

6.8 

i ESPN INT Winter Sports'02 

Konami 

In-house 

1-2 

N 

N 

6 

PAL 

6.0 

8 Eternal Darkness 

Nintendo 

Silicon Knights 

1 

N 

N 

12 

PAL 

9.3 

8 FI 2002 

EA 

In-house 

1-2 

N 

N 

9 

PAL 

7.6 

8 FI Career Challenge 

EA Sports 

In-house 

1 

N 

N 

21 

PAL 

6.4 

8 FIFA Football 2003 

EA 

In-house 

1-4 

N 

N 

13 

PAL 

8.2 

Advent JLrPG Puzzle/Party 

Fighting 

Sports 

Racing 


Shoot-'em-up 

Action 













© EVERY GAME REVIEWED IN CUBE, 
GATHERED RIGHT HERE 


GAME NAME 

PUBLISHER 


PLAYERS 

GBA 

GUIDE 

ISSUE 


RATING 

■ Fireblade 

Midway 

Avalanche 

1 

N 

N 

16 

PAL 

6.5 

1 Freekstyle 

EA 

Hypnos Ent 

1-2 

N 

N 

12 

PAL 

7.4 

■ F-ZeroGX 

Nintendo 

Amusement Vision 

1-4 

N 

N 

23 

NTSC 

9.4 

■ Gauntlet: Dark Legacy 

Midway 

In-house 

1-4 

N 

N 

10 

PAL 

4.4 

■ Ghost Recon 

Ubi Soft 

Red Storm 

1-2 

N 

N 

18 

PAL 

6.5 

■ Giftpia 

Nintendo 

Skip Ltd. 

1 

N 

N 

20 

NTSC 

7.5 

■ Godzilla: Damm 

Infogrames 

Pipeworks Studios 

1-4 

N 

N 

13 

PAL 

4.0 

■ GT Cube 

MTO 

In-House 

1 

N 

N 

22 

NTSC 

4.9 

■ Harry Potter: COS 

EA 

Eurocom 

1 

N 

N 

14 

PAL 

7.0 

■ Hitman 2 

Eidos 

10 Interactive 

1 

N 

Issue 22 

21 

PAL 

7.9 

■ Hulk 

Vivendi 

Radical 

1 

N 

N 

21 

PAL 

6.4 

Ikaruga 

Atari 

Treasure 

1-2 

N 

N 

17 

PAL 

9.0 

■ ISS 2 

Konami 

Major A 

1-4 

N 

N 

6 

PAL 

8.2 

■ ISS 3 

Konami 

KCEO 

1-4 

N 

N 

21 

PAL 

4.9 

■ Jedi Knight II: Jedi Outcast 

Activision 

LucasArts 

1 

N 

N 

14 

PAL 

4.7 

■ Jimmy Neutron: Boy Genius 

THQ 

In-house 

1 

N 

N 

18 

PAL 

4.0 

■ Kelly Slater's Pro Surfer 

Activision 

Treyarch 

1-2 

N 

N 

11 

PAL 

7.6 

■ Kinniku Man 2 

Bandai 

AKI 

1-4 

N 

N 

16 

NTSC 

8.9 

1 Kirby's Airride 

Nintendo 

In-House 

1-4 

N 

N 

23 

NTSC 

7.7 

■ Knockout Kings 2003 

EA 

In-house 

1-2 

N 

N 

14 

PAL 

7.9 

1 Legend Of Zelda: WW (import) 

Nintendo 

In-house 

1 

Y 

Issue 19 

15 

NTSC 

9.5 

1 Legend Of Zelda: Wind Waker 

Nintendo 

In-house 

1 

Y 

Issue 19 

19 

PAL 

9.5 

■ Legends Of Wrestling 2 

Acclaim 

In-house 

1-4 

N 

N 

15 

PAL 

4.0 

i Legends Of Wrestling 

Acclaim 

In-house 

1-4 

N 

N 

7 

PAL 

4.6 

■ Lost Kingdoms 

Activision 

From Software 

1 

N 

N 

8 

PAL 

7.0 

■ LOTR: The Two Towers 

EA 

In-house 

1 

N 

N 

16 

PAL 

7.7 

■ Luigi's Mansion 

Nintendo 

In-house 

1 

N 

Issue 1 

6 

PAL 

7.8 

■ Madden 2004 

EA Sports 

In-House 

1-4 

N 

N 

23 

PAL 

8.8 

1 Mario Golf: Toadstool Tour 

Nintendo 

In-House 

1-4 

Y 

N 

23 

NTSC 

8.5 

Mario Party 4 

Nintendo 

Hudson 

1-4 

N 

N 

13 

PAL 

9.0 

■ Matt Hoffman's Pro BMX 2 

Activision 

Rainbow Studios 

1-2 

N 

N 

11 

PAL 

8.2 

Medal Of Honor: Frontline 

EA 

In-house 

1-4 

N 

Issue 15 

14 

PAL 

8.6 

Mega Man Network Transmission 

Capcom 

In-House 

1 

N 

N 

22 

PAL 

7.9 

Men In Black II: Alien Escape 

Infogrames 

Melbourne House 

1 

N 

N 

16 

PAL 

4.2 

■ Metroid Prime 

Nintendo 

Retro Studios 

1 

Y 

Issue 18 

17 

PAL 

9.6 

■ Micro Machines 

Infogrames 

Sheffield House 

1-4 

N 

N 

16 

PAL 

5.2 

1 1 Minority Report 

Activision 

Treyarch 

1-2 

N 

N 

15 

PAL 

5.0 

** Mortal Kombat: DA 

Midway 

In-house 

1-2 

N 

N 

15 

PAL 

8.6 

Mr Driller Drill Land 

Namco 

In-house 

1-2 

Y 

N 

17 

NTSC 

8.8 

■ MX Superfly 

THQ 

Pacific Coast 

1-2 

N 

N 

11 

PAL 

7.1 

■ NBA 2K3 

Infogrames 

Nintendo 

1-4 

N 

N 

8 

PAL 

6.8 

NBA Street 

EA 

NFX 

1-2 

N 

N 

6 

NTSC 

8.4 

■ Need For Speed: Hot Pursuit 2 

EA 

In-house 

1-2 

N 

N 

12 

PAL 

5.3 

■ NFL Quarterback Club 2002 

Acclaim 

In-house 

1-8 

N 

N 

4 

PAL 

6.1 

■ NHL Hitz 2002 

Midway 

Blackbox Games 

1-4 

N 

N 

6 

PAL 

8.4 

■ NHL Hitz 2003 

Midway 

In-house 

1-4 

N 

N 

14 

PAL 

8.4 

■ NHL Hitz 20-03 

Midway 

Blackbox 

1-4 

N 

N 

11 

NTSC 

8.6 

Nightfire 

EA 

In-house 

1-4 

N 

N 

14 

PAL 

7.9 

Nintendo Puzzle Collection 

Nintendo 

In-house 

1-4 

Y 

N 

17 

NTSC 

7.0 

One Piece Treasure Battle 

Bandai 

In-house 

1-4 

N 

N 

15 

NTSC 

5.8 

1 Outlaw Golf 

THQ 

Hypnotix 

1-2 

N 

N 

19 

PAL 

7.9 

1 Pac-Man Fever 

Namco 

In-house 

1-4 

N 

N 

12 

PAL 

5.7 

■ Pac-Man World 2 

Namco 

In-house 

1 

N 

N 

16 

PAL 

4.2 

B Pac-Man World 2 (import) 

Namco 

In-house 

1 

N 

N 

5 

NTSC 

6.1 

■ Phantasy Star Online l+ll 

Infogrames 

Sonic Team 

1-4 

N 

N 

16 

PAL 

7.5 

Pikmin 

Nintendo 

In-house 

1 

N 

Issue 7/8 

7 

PAL 

9.0 

■ P.N.03 

Capcom 

In-House 

1 

N 

Issue 23 

23 

PAL 

8.2 

® PokGmon Box 

Nintendo 

In-house 

1 

N 

N 

21 

NTSC 

2.9 

1 Pok£mon Channel 

Nintendo 

In-House 

1 

N 

N 

23 

NTSC 

7.1 

Product No 03 

Capcom 

In-house 

1 

N 

N 

19 

NTSC 

8.3 

■ Pro Rally 

Ubi Soft 

In-house 

1-2 

N 

N 

13 

PAL 

5.9 

■ Rally Championship 

SCi 

Warthog 

1-4 

N 

N 

17 

PAL 

6.8 

■ Rayman 3 Hoodlum Havoc 

Ubi Soft 

In-house 

1 

N 

N 

16 

PAL 

8.1 

Red Faction II 

THQ 

Cranky Pants Games 1-4 

N 

N 

20 

PAL 

7.8 

Redcard 

Midway 

Point Of View 

1-2 

N 

N 

9 

PAL 

7.2 

Reign Of Tire 

Bam! 

In-house 

1-2 

N 

■■■■ 

N 

13 

PAL 

8.0 


Adventure/RPG Puzzle/Party 


Fighting 


Sports 


Racing 


Shoot-'em-up 


Action 


THE TERMINATOR IN 
MARIO’S KINGDOM 


What happens when the greatest hero in 
video games comes face to face with the 
hardest baddy in movie history? James 
Cameron and Shigeru Miyamoto present 
the greatest blockbuster of them all... 
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©EVERY GAME REVIEWED IN CUBE, 
GATHERED RIGHT HERE 


GAME NAME 

PUBLISHER 

DEVELOPER 

PLAYERS 

GBA 

GUIDE 

ISSUE 


■ Resident Evil 2 

Capcom 

In-house 

1 

N 

N 

9 

PAL 

6.0 

■ Resident Evil 

Capcom 

In-house 

1 

N 

lss.11 

10 

PAL 

9.0 

H Resident Evil: Nemesis 

Capcom 

In-house 

1 

N 

N 

19 

PAL 

70 

Resident Evil Zero 

Capcom 

In-house 

1 

N 

N 

16 

PAL 

9.0 

Robotech: Battlecry 

TDK 

Mediactive 

1-2 

N 

N 

13 

NTSC 

8.0 

■ Rockman EXE Transmission 

Capcom 

Akira 

1 

N 

N 

18 

PAL 

8.0 

H Rocky 

Rage 

Steel Monkeys 

1-2 

N 

N 

1 

PAL 

8.3 

■ Scooby Doo! 

THQ 

Heavy Iron Studios 

1-2 

N 

N 

13 

PAL 

5.2 

B SEGA Soccer Slam 

SEGA 

Blackbox Games 

1-4 

N 

N 

11 

PAL 

9.0 

1 Simpsons Road Rage 

EA 

Radical Ent 

1-2 

N 

N 

6 

PAL 

7.5 

1 Smashing Drive 

Namco 

Point Of View 

1-2 

N 

N 

5 

PAL 

3.8 

■ Skies Of Arcadia Legends (import) 

SEGA 

Overworks 

1 

N 

Issue 20 

16 

PAL 

9.0 

I Skies Of Arcadia Legends 

SEGA 

Overworks 

1 

N 

Issue 20 

20 

PAL 

9.0 

■ Summoner: A Goddess Reborn 

THQ 

Volition 

1 

N 

N 

17 

PAL 

6.0 

■ Smuggler's Run: Warzones 

Take Two 

Rockstar 

1-4 

N 

N 

1 

PAL 

7.1 

■ Sonic Adventure 2: Battle 

SEGA 

Sonic Team 

1-2 

Y 

N 

6 

PAL 

7.6 

1 Sonic Adventure DX 

SEGA 

Sonic Team 

1 

Y 

N 

20 

PAL 

6.1 

1 Sonic Mega Collection 

SEGA 

In-house 

1-2 

N 

N 

15 

PAL 

8.0 

£ Soul Calibur II 

Namco 

In-house 

1-2 

N 

N 

19 

NTSC 

9.2 

1 Speed Kings 

Acclaim 

Climax 

1-2 

N 

N 

21 

PAL 

6.7 

1 Spider-Man: The Movie 

Activision 

Treyarch 

1 

N 

N 

7 

PAL 

6.0 

1 Splinter Cell 

Ubi Soft 

In-house 

1 

Y 

N 

19 

PAL 

8.8 

1 Spyhunter 

Midway 

Point Of View 

1-2 

N 

N 

7 

PAL 

5.9 

■ SSX Tricky 

EA 

EA Big 

1-2 

N 

N 

7 

PAL 

8.0 

■ Starfox Adventures 

Nintendo 

Rare 

1 

N 

Issue 12 

12 

NTSC 

9.4 

Star Soldier 

Hudson 

In-House 

1 

N 

N 

23 

NTSC 

7.1 

Star Wars: Bounty Hunter 

Activision 

LucasArts 

1 

N 

N 

15 

PAL 

6.9 

_ 1 » 

Star Wars: Rogue Leader 

Activision 

Factor 5 

1 

N 

Issue 2/3 

6 

PAL 

9.1 

Star Wars: The Clone Wars 

Activision 

LucasArts 

1-4 

N 

N 

13 

PAL 

6.7 

B Super Bubble Pop 

Jaleco 

Runecraft 

1-2 

N 

N 

18 

PAL 

5.5 

1 Supercross World 

Acclaim 

In-house 

1-4 

N 

N 

9 

PAL 

4.6 

■ Superman: Shadow Of Apokolips 

Atari 

Sheffield House 

1 

N 

N 

21 

PAL 

6.5 

Super Mario Sunshine 

Nintendo 

In-house 

1 

N 

Issue 11 

10 

NTSC 

9.4 

Super Monkey Ball 2 

SEGA 

Amusement Vision 

1-4 

N 

N 

16 

PAL 

9.1 

Super Monkey Ball 

SEGA 

Amusement Vision 

1-4 

N 

N 

6 

PAL 

9.0 

■ Super Smash Bros. Melee 

Nintendo 

In-house 

1-4 

N 

Issue 6 

11 

PAL 

8.3 

1 SX Superstar 

Acdaim 

Climax 

1-2 

N 

N 

21 

PAL 

4.8 

■ Taz Wanted 

Infogrames 

Blitz Games 

1-2 

N 

N 

11 

PAL 

5.6 

1 Tetris Worlds 

THQ 

Radical 

1-4 

N 

N 

11 

PAL 

4.7 

■ The Italian Job: LA Heist 

Eidos Interactive 

Climax 

1-2 

N 

N 

23 

PAL 

8.0 

1 The Sims 

EA 

Maxis 

1-2 

N 

N 

18 

NTSC 

8.6 

■ Tiger Woods PGA Tour 2003 

EA 

In-house 

1-2 

N 

N 

14 

PAL 

9.0 

TimeSplitters 2 

Eidos 

Free Radical 

1-4 

N 

Issue 1 

11 

PAL 

9.5 

y Tony Hawk's Pro Skater 3 

Activision 

Neversoft 

1-2 

N 

Issue 4 

6 

PAL 

8.6 

Tony Hawk's Pro Skater 4 

Activision 

Neversoft 

1-2 

N 

N 

3 

PAL 

9.2 

1 Top Angler 

Xicat 

Sims Co 

1 

N 

N 

21 

PAL 

4.9 

Top Gun: Combat Zones 

Virgin 

Digital Integration 

1 

N 

N 

10 

PAL 

6.9 

Turok Evolution 

Acclaim 

In-house 

1-4 

N 

N 

11 

PAL 

6.1 

■ Ty The Tasmanian Tiger 

EA 

Krome Studios 

1 

N 

N 

13 

PAL 

4.8 

■ UFCThrowdown 

Ubi Soft 

Crave 

1-4 

N 

N 

11 

PAL 

6.4 

■ Universal Studios 

Kemco 

In-house 

1 

N 

N 

6 

PAL 

3.0 

■ Vexx 

Acclaim 

In-house 

1 

N 

N 

18 

PAL 

7.0 

■ Viewtiful Joe 

Capcom 

In-House 

1 

N 

N 

22 

NTSC 

8.7 

■ Virtua Striker 3 Version 2002 

SEGA 

Amusement Vision 

1-2 

N 

Issue 10 

8 

PAL 

8.4 

■ V-Rally 3 

Atari 

Eden 

1-4 

N 

N 

21 

PAL 

7.8 

■ Wario World 

Nintendo 

Treasure 

1 

N 

N 

22 

PAL 

6.2 

■ Waverace: Blue Storm 

Nintendo 

NSTC 

1-4 

N 

Issue 5 

6 

PAL 

8.9 

• Winning Eleven 6 

Konami 

In-house 

1-4 

N 

N 

17 

NTSC 

9.2 

£ Worms Blast 

Ubi Soft 

Team 17 

1-2 

N 

N 

7 

PAL 

7.8 

1 Wreckless: Yakuza Missions 

Activision 

Broadsword 

1-2 

N 

N 

15 

PAL 

2.5 

■ Wrestlemania WWE X8 

THQ 

Yukes 

1-4 

N 

N 

12 

PAL 

6.7 

■ WTA Pro Tennis Tour 

Konami 

In-house 

1-4 

N 

N 

12 

PAL 

4.5 

WWE: Crush Hour 

THQ 

Jakks Pacific 

1 

N 

N 

21 

PAL 

6.8 

■ XG3: Extreme G Racing 

Acclaim 

In-house 

1-4 

N 

N 

6 

PAL 

8.2 

■ XGRA 

Acclaim 

ACC Entertainment 

1-2 

N 

N 

23 

PAL 

9.0 

■ X-Men 2: Wolverine's Revenge 

Activison 

Genepool 

1 

N 

N 


PAL 

7.0 

■ X-Men: Next Dimension 

Activison 

Exact Ent 

1 

N 

N 

15 

PAL 

5.6 

• Zoocube 

Acclaim 

Coyote 

1-4 

N 

N 

9 

PAL 

7.0 


Adventure/RPG Puzzle/Party Fighting Sports Racing Shoot-'em-up Action 




























miSSUE 31 OF 


POKEMON CHANNEL, POKEMON 
PINBALL RUBY AND SAPPHIRE, 
TRADING CARD GAME REPORTS, 
INSIDE A JAPANESE POKEMON 
CENTER, THE HOTTEST POKEMON 
NEWS, THE LATEST GBA AND 
CONSOLE REVIEWS... AND MORE! 


TOP TIPS FOR 
GETTING THE 
MOST OUT OF 
POKEMON RUBY 
AND SAPPHIRE! 


PUIS AH tOUR 
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Pokfrmor is C1998 Nintendo. Creatures, Game Freak, TV Tokyo. ShoPro, JP Kikaku. C2002 Pok^mon. C1995-2002 Nlntendo/Creatures IncTGAME FREAK inc. TM & * are trademarks of Nintendo. 


PUIS PUZZlfS, POSTERS AND COOT COMPETITIONS! 
























MEDAL OF HONOR 
RISING SUN 


@ LOCH IT LORD 


V 




©WHILE in JRPRn 


EASTERN PROMISE 

Oh yes - we're going to the Tokyo Game Show so we may as well 
talk to the top bods from SEGA, Konami and Capcom. All the hottest 
topics of conversation from Production Studio 4, AM2 and lots more! 


SOLUTION 

®PROBLEM 5QLUED 


F-ZERO GX 

With so much unlockable content in the game you'll need to know 
exactly what you have to do to get at it all... and don't forget the 
solid-as-a-rock Story mode. Smash it to bits, we will. 

PLUS ALL THE LATEST CHEATS, TIPS AMD 
HINTS FOR THE BEST GAMECUBE TITLES! 




It may have been quiet last year but this year it's the place to be. Namco, Capcom, 
Konami, Square-Enix, Hudson and SEGA all have surprises up their sleeves, and we'll 
break the news on every one next issue. 


Staring down the barrel of a gun, Gary has been forced to become the 
first person to play the finished code for EA's war-game. So, is it a 
period masterpiece or just a PS2 port? All will be revealed... 


HORIZON 


© ANOTHER RAMMED ISSUE OF CUBE IS COMING 
L YOUR WAY NEXT MONTH... CHECK IT OUT! 




__ 

HORIZON 



Definitive reviews of ALL the latest GameCube titles, including 


■ n Mario Kart 

PI 11^^ Double Dash!! \t 
Baten Kaitos it 
k L Virtua Fighter Quest it 
jjSfcW Metal Gear Solid it 

i^H R Racing Evolution it 

Pandora Tomorrow it A 

Driver 3 1 1 I 

Pikmin 2 1 1 /■ 

1080° Avalanche it 
Harvest Moon \t 
Mario Tennis \t 


RETURN OF THE KING 

Read the book, watch the film, 
play the game, eat the crisps.. 


FIFA 2004 iiWiM 

The beautiful game gets even more 
beautiful for 2004 


VIEWT1FUL JOE » 

Super Spandex - Capcom's hero 
hits the UK! 
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DON'T MISS OUn 



< (US Freeloader Title) - 

WARIO WORLD • SPLINTER CELL 
ROGUE LEADER 


DISC 


TWO 


ACTION 

REPLAY 


Every month we'll be 
bringing you a disc packed 
with cheats for the latest 
and biggest games. There's 
no need for fussing around 
entering cumbersome 
codes. You just slip the disc 
into your GameCube, 
select the game you want 
to bust and the relevant 
cheats you want to access, 
then stick the game disc in 
and hey presto - it's all 
sorted! Pretty good, eh? 

Oh, if you've got any 
games in particular that 
you need cheats 
for, just email us 
and you never 
know - it 




CHEATS 




may just 
happen. 


VIDEO 


DVD 


FFCC 






JF 


Exclusive footage 
games that you'll 
this year, courtesy 


the 


be 


buying 


lovely 


little 


DVD! 


MOH 


RISING 


SUN 


FIFA 


2004 


LORD 


OF THE 


RINGS 


RETURN 


OF THE 


KING 


METAl GEAR 


SNAKES 


TWIN 


TERMINATOR 


DRIVER 


ZERO 


GX 


CHEATS D SC 


L.. . i 
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PRE-ORDER OFFERS 

V ^ 


thegamef\uiange 


MAIL ORDER 
AVAILABLE 


V~ -4 ~ 

F3*sj 


com 



MM 



CHECK ONLINE 

COH OUR LATEST 
GAM ECU BE BUNDLES! 

'*% | • ’ '* 


G Fast, secure online ordering G Same day despatch G Pre order today-pay later G Trade in your old games G Fantastic multi buy offers G 100% satisfaction guaranteed 


& (cwktzb rz°m tmucrv 

Super Mario Sunshine 

Lord Of The Rings (Two Towers) 
Baldurs Gate (Dark Alliance) 

FIFA 2003 

Sopor Smash Bros Melee 
Timesplrtters 2 p*«s nanny mora>.... 

3re%Wn3S[RoiJ) C^rDCITD 

StarfoM Adventures 
James Bond007 (Nightfire) 

Vexjc 

Harry Rotter (Chamber Of Secrets) 

Bloch & Bruised 
Sega Soccer Slam 
Eternal Darhness plus many 



T si 


aii i£i% 

+ / tvSt HBiolr? 



Computer Games. DVDs. Imports. Systems. Action Figures..CDs, Clothing. Dooks. Collectables. Posters, RPG 


WWW. .* f/Jll • 


&l: WOIiU-CO.uk 


JA P V>. 


mm 



w&ia 


WWW. 


xyramax 

£ co.uk _ 


0870 011 3630 sales@xyramax co.uk 

i and Condtona aiU* i«wn fwa*. Pnoa* mm w tfwnga *»«*/ nuaca Al udiny* Udrwti and Mhm rdatactu* pna*n»*n 
jgr* wa >aMd V. r» piinm ,d «(N«a*ng of*r Au HWt! MCUJDC VAl jffljrj *» «MA.* landad 


WIND UP CALLSI 

THE ORIGINAL & BEST LISTEN-IN WIND UPS! 



The computer 
will dial your 
victim and then 
you can listen 
in on the line 
as they get 
wound up! 


CHOOSE FROM - 

1. TV Escort 

2. Stammering Caller 

3. Telephone Date Reply 

4. Recruited For Army 

5. Madam’s Unpaid Bill 

6. Date With Male Star 

7. You’ve Scratched My C 

8. Irritating Lost Friend 

9. Daughter’s Pregnant 

10. Escaped Vulture 

11. Irate Delivery Driver 
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ra l. J£ 
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m ra 
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09067 555 159 

WINDUPCALLS.COM, Box 220, M27 OWR. Calls cost 75p/min. 























W® dvdboxoffice.com 

'boxoTfi ce~.c om'> 



CP C C Shipping & Handling 

rnCC Worldwide = 
Best Price Delivered 


games 


movies 


music 


posters 


hardware 




emailorders@dvdboxoffice.com fax 1.905.709.4073 tel. 1.905.709.1 571 Canadian Owned 

Mention Cube when you place your order and be entered for a chance to win a GameCube game of your choice.* v^esaosscoN 

Exchange is approximate Prices correct at press time Errors & omissions excluded Prices listed in CON dollars Customers can choose to be charged in American dollars it purchase is made with » Visa credit card 
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MISSED AN ISSUE? SEE WHAT 
ALL THE FUSS WAS ABOUT... 



□ Cheque/postal order made payable to Paragon Publishing Ltd. 
Amount enclosed_ 


□ Credit card type_ 

(ACCESS/VI WMASTERCARD/SW1TCH) 


Issue No (Switch) 


Name 


Signature 


Card Number_ 

If you don't want to receive related promotional material please tick this box 


Address 


BACK ISSUES ORDER FORM 

Please tick issues required (£4.20 each inc p+p) UK only. 

Overseas prices available upon request. 

n ISSUE EIGHTEEN mt book) □ ISSUE TWENTY ONE (Rkicdxdvd) 

~] ISSUE NINETEEN <nw book) □ ISSUE TWENTY TWO <r« E cd » dvd) 

□ ISSUE TWENTY { mi co i ovo> Q ISSUE TWENTY THREE <t*e cd i ovo) 


Postcode. 


PARAGON 

PUBLISHING 


Phone: 01454 642442 Fax: 01458 271146 Email: CUBE@dsubs.co.uk 

Freepost Address: Paragon Publishing Ltd, FREEPOST NATW1809, (Customer Interface), SOMERTON, TA11 6ZA 


Back issues cost £4.99 each including postage and 
packaging. UK only. Overseas prices available on request. 


World-exclusive first play 
of Capcom's super-stylish 
P.N.03 plus a free 144 
page solution to Metroid 
Prime together with full 
colour maps inside the 
magazine, all completely 
exclusive, of course! 


]| A massive In-Depth feature 
^ on the hottest RPC to 
0 grace the GC, tons of 
y footage from E3, and 
es an exclusive look at 
B the supreme 
” Prince Of Persia. 

9 Nice. 


SJCT NUMBEI 


ISSUE 

NINETEEN 


tr 

jjgv Comprehensive PAL 
—xrr't review of The Wind 
Jw* Waker plus the lowdown 
on Soul Calibur II. Not to 
25 ? mention a Sims 
rtZy ’ . walkthrough, exclusive 

v-/ Wf F Zero CC preview and a 
‘i ne free Zelda book. 


Three huge In-Depth 
features of 007 Everything 
Or Nothing, Rogue 
Squadron III Rebel Strike 
and XCRA, cartoon capers 
with Viewtiful Joe review 
and Enter The Matrix 
hacked to pieces. 


A huge, Worid Exdusive 
look at Rebel Strike, six 
pages of R: Racing Evo 
goodness, exdusive 
reviews of F-Zero OX and 
Mario Coif, a massive EA 
feature, and a full guide to 
P.N.03. Nothing compares. 


Two free discs! 

Yes, that’s right - 
CUBE s best free gift 
offer ever, plus all the 
news from E3 and a 
First look at Mario 
Kart: Double Dash!! 
Unmissable. 


GAMECUBE 

SECRETS. 


SOLUTIONS volume i 

Comprehensive solutions and guides 
for top GameCube games including 
Zelda: The Wind Waker, Metroid 
Prime, Resident Evil Zero, Super 
Monkey Ball and many more 


PLUS! COMPLETE 
SOLUTIONS TO... 

THE LEGEND OF ZELDA: 

THE WIND WAKER only £3.99 

LUIGI’S MANSION only £3.99 

METROID PRIME only 0.99 
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1. CALL THE NUMBER BELOW AND CHOOSE A WINDUP 

THE COMPUTER DIALS YOUR VICTIM AND RESPONDS 
TO THEM JUST LIKE A REAL CONVERSATION 


SHE S PREGNANT WAS IT YOU? 

WANT TO TRY OUR RANDY LOVE QUIZ? 

YOU VE BEEN CAUGHT NAUGHTY SURFING! 

YOU VE GOT 1 000.000 IN THE BANK 
IT S THAT STUPID PHONE ENGINEER CALLING! 
WHAT S THE COUNCIL BUILDING NEXT DOOR? 
YOU RE STARRING IN A NEW POP VIDEO 
HI I M FROM THE STD CLINIC! & LOADS MORE! 



1. Sex Survey 

- How randy are they? 

2. My Daughter's Pregnant 

- and you're tne father 

3. Internet Porn 

* They’ve been caught surfing hardcore! 

4. STD Clinic 

• they've caught a dose! 

5. It's the Inland Revenue 

- we'd like a word, please' 

6. Drugs Survey 

- do they know more than they should? 

7. Model Idol 

- they're selected for the first round! 

8. Win a Million on TV 

- they're the guaranteed winner! 

9. Shock US Radio Show 

- and they're live on air* 

10. Sewage Plant 

- we’re building one next door. 

+ MANY MORE 


Still 

onis 

£1/min 


Revolutionary voice recognition technology! 
Jokelines that talk back to you ■ just like a 
real conversation 


We are PSL. PO Box 1463. Bristol BS99 3PA wwwhilenooswtndops com 



NEW ACC CONSOLES 


0208 686 1680 


WE HAVE A MASSIVE SELECTION OF IMPORT 
CAMECUBC C.AMTf CHECK OUT OUR Ml 
WWWNEWACECONSOLES.COM 

LATEST US # JAP IMPORTS C40 -X59 09 


POWER PUTT GIRLS: RELISH RAMPAGE - 
GROOVERIDER SLOT CAR THUNDER 


Hobbit 

*r- 


Gameboy Advance SP 
In Stock Now II 


1SOO PRODUCTS ONLINE RIGHT MOW f! 
WWW.NEWAGECONSOLES.COM 


Crawi«y store New Store Now Open - 80 NorthStreet, 

—“Sr»- -.rcr— 


Please call for latest games & prices 



Look no further! Choose 


<5 



MAIL ORDER 
0845 345 0335 


gamestation 

where it's never game over... 

The LARGEST selection of NEW 
and PRE-OWNED games, consoles 
and DVDs... 


VIS 

STORES NATIONWIDE 

FOR YOUR NEAREST STORE 
CALL: 0870 112 1111 

www.gamestation.co.uk 

































































TAKE OUT A NEW GOLD SUBSCRIPTION 



YOU GET 13 ISSUES OF CUBE 
BURSTING WITH REUIEWS OF ALL 
THE LATEST GAMECUBE GAMES 

Plus 6 issues of CUBE SOLUTIONS packed 
with cheats, tips and walkthroughs 

cubeI 

an I itons ... •• 


O) 2 DISCS! 4 PLAYABLE CHEATS CD PLUSES 


lCXFo UNOFFICIAL NINTENDO GAMECUBE MAGAZINE 


HANDS-ON PLAYTEST! 


7 1000 


starfoxZk 

adventures, 


TyURW®!!; 


>i\wm 


IMJOB 


CMEJUS TVS HOWS C—BIV HttSWWOS 


GAMLCUBL IN BLSI HGHUR 
ON ANY SYSTEM’SHOCKER! 


TWIN SNAKES 
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l"l 1 1 [ 1 [l 1 1 

11PT| i W H k 11 


•jTTTVmi pr l 

nj 

WlliTJjlJj 


cmvtmw«uTwnucH! 

SPLINTER CELL 
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CALL THE SUBSCRIPTIONS HOTLINE: 


0870 


FAX: 01458 271146 • EMAIL: CUBE@CISUBS.CO.UK 


i YES, I WOULD LIKE TO SUBSCRIBE TO 


PERSONAL DETAILS 

Your name 


PAYMENT DETAILS 
Cheque/credit/debit card 


Address 


Gold Subscription 

(13 issues of Cube & 6 issues of Cube Solutions) 

□ UK £46 

□ Europe £69 

Standard Subscription 

(13 issues of Cube) 

□ UK £34 

c Europe £52 



Post code 

Email 

□ World £80 

Media code: CUBE0324GO 

G World £63 

Media code: CUBE0324ST 



Card number: | 1 1 • I • 1 • I 1 

1 1 | 1 1 1 | 1 1 1 1 

Phone number 

Date of Birth 





Expiry date: I • 1 — 1 1 1 

Issue No: I 1 

SUBSCRIPTION AS A GIFT 


Signed: 

Date: 

Name 




Address 

mM.rut.uon to your odurc or 

^ % direct 

:u , 8" l . a s».°n2 building society to pay by Direct Debit tX7 Debit 


Please fil m the form and send it to: Paragon Rjbtehng Ltd. Freepost (SWB1 565). Patchway. Bristol. BS32 OZZ 


Email 


Phone number 


Date of Birth 


G New Subscription 


□ Renewal Subscription 


PARAGON 

PUBLISHING 


Please return this order form or a photocopy of it together 
with your cheque/PO (if applicable) to the following address: 
Paragon Publishing Ltd, FREEPOST NATWI809 
(Customer Interface), SOMERTON, TAII 6ZA 
Overseas readers please return to Cube, Paragon Publishing 
Ltd, Cary Court, Bancombe Road Trading Estate. Somerton. 
Somerset TAI I 6TB 

From time to time you may be tent news about exciting new products and opportunities from Paragon Publishing Ltc 
and other selected companies If you do not wish to receive this information, please lick here □ 

CUBE0324 



Banks and building societies may not accept Direct Deb* mstructsons far some types of account 


MM 
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TAKE A TRIP DOWN GAMING MEMORY LANE 
THEN WEEP ‘CAUSE YOU'RE SO OLD 


NINTENDO 


y IF YOU DIDN’T own an original NES then this was a dream in cartridge form. 

Released midway through the SNES' lifetime, it included souped-up versions of 
Super Mario Bros, Super Mario Bros 2, Super Mario Bros 3 and Super Mario Bros: 
The Lost Levels. Later versions also included Super Mario World. The real incentive 
for Mario fans was the lost levels - eight worlds that had never been seen outside 
of Japan sneered at even the most skilled gamers, causing headaches worldwide. 
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UNLIMITED 


PlayStation? 


[GAME BOYi 

[COLOR! 


Providing Every Cheat You'll Ever Need 


A * 0 1 Driven Leg of Zeldo W Wok.. ■ » 1 • The Hulk 

A Goddess Reborn Dover 3* Legend* o4 Wrestling Roy man 3 The Haban job* 

Ace GoM E s OS Legends ol Wrestling 2 Reckless Yakuro Mission* The L ol Zeldo W Walter 

Agent Under Fire Eggo Mann L of Rlngi hre he a rt Redonng Hunter The L ol Zeldo M Quest 

Aggressive Inline Eighteen Wheeler Lord ol Ring* Fel of Ring Red Card Soccer 2003 The L ol Zeldo Oc Time 

American Pro Trucker End Gome Lost Kingdom* 1 A 2 Red Foci ion 2 The Matroi 

Animal Crossing Enter the Dragonfly Luigis Man won Reign Of Fire The Reckoning Hunter 

ATV Quod Racing 2 Enter the Matrix Resident Evil The Scorpion King 

■ 502 ESPN Int Winter SportsT>7Moce Griffin I Hunter 4 Resident Evil 2 The Stmt 

Roldur's Gate Dark All Etemol Dark nest Modden NFL 2002 Resident Evil 3 Nemesis The Two Tower* 

latman Dark Tomorrow Evolution (Turok' Modden NFL 2004* Resident Evil Zero Them. Park Adventure 

Rattle Mouth in Evolution Skateboarding Magical Minor Rev of Flying Dutchman Throwdown • UPC 

Rattle Sonic Adventure 2 Extra Large Shrek Mono God T stool Tour Rise of the Akkodion Tiger Woods 2004* 

Rattier r> Rebate, h P « 0 * Mono Party 4 Robatech Raft leery Tiger Woods God 2003 

Reoch Rondit* R Power PI 2002 Mono Sunshine Rocket Power Rch Ronds* Time Splitter* 2 

Reach Spiker* Fantasy Star Onkne 1 A 2Mat Hodman * Pro RMX 2 Rocky Tom Clancy Ghost Recon 

Rig A* Freestyle Fellowship Of The Ring Matnx (Enter the) Rogue Leader Tom Clancy Sum of Fear 

Rig Mutha Truckers* FIFA 2002 Medal ol Honor Frontline Rune 1 A 2 Tom Clancy * Splinter Cell 

■lock and Rrutsed FIFA 2003 Mega Mon Network Tran Self Tony Hawk * 3 

Blood Omen 2 FIFA World Cup 2002 Men In Stock ? Alien Etc Sonty* Requiem Tony Hawk's 4 

Stood Ray ne Fighting Live Metroid Prime Scooby Doo 100 Fnghts Top Gun Combat Zones 

Slue Storm Wove Race Fire Slade Micro Machine* Scorpion King True Come Street* of LA* 

RMX XXX Poe McCloud StorPox Adv Minority Report Scream Arena Monst Inc Turok EvoMton 

Rom her man Generation Freedom Fighters* Monsters Inc Set Arena Sega Soccer Slam TV the Townomon Tiger 

Rond 007 Nightfire Freek stylo Mori Kombot Deadly All Shrek Extra Lorge U * 2 I 

Rond Agent Under Pee Preende Tarton MX Superfly Silent Assassin UH FChomp Throwdown 

Rounty Hunter M Grfn * Frontline (M of Honor) Mystic Heroe* Simpson* Rood Rage Ultimate Muscle 

Rounty Hunter Slor Wars 0*07 N - 1 4 Sim* Universal Studio* Adv 

turnout Go lido. D of Outer Dim * NASCAR Thunder 2003 Skies of Arcodio Legend* V * 2 2 

turnout 2 Pond ol Impact Ghotf Recon NR A 2K3 Smuggler* Run 2 Worz Velocity X Hot Wheel* 

C ■ 0 3 Goddess Reborn NR A Live 2003 Sonic Adventure 2 Rattle Vendetta Dm Hard 

Copcom v* SNK EO Godzilla D ail Monsters NfA Street Volume 2 Sonic Adventure DX Virtue Striker 3 V 2002 

Casper SprrS D .men worn Grand Heat turnout Need lor Speed H Pur* 2 Sonic Mega Collection V Rally 3 

Cel Damage Groove Adventure Rove Nemesis (Resident Evil 3) Soul CaWbur 2* W ■ 2 3 

Chamber of Secret* M - 08 Network Transmission Speed Kings Wono World 

Clone War* Star War* Horry PotSer C ol Secret* Next Dimension X Men Spidermon The Movte Worzone Smuggler's Run 

Combat Zones Top Gun Htfman 2 Silent Assassin NFL Rltfz 2002 Sped Dimension* Wind Wafcer 

Conflict Oesert Storm Hoodlum Havoc NFL Qbork Club 2002 Splinter CeR Wolverine * Revenge 

Crash Rondicoot Hot Pursuit 2 NHL 2003 SpongeRob Slants RFD World Cup 2002 

Crush Hour (WWf) Hot Wheel* Velocity X NHL 2004* Spy Hunter Worm* Rlost 

0 > 0 4 Hulk NHL Hitz 2002 Spyro Ent the Dragonfly Wrath of Cortex 

Dakar 2 Hunter The Reckonmg Night of 100 Frights Star Wor* Rounty Hunter Wreckles* Yokuza Ml** 

Dork Aikonce (A* Gate) 1*09 Nighttir. Star Wars Clone Wor* WWE Crush Hour 

Dork Legacy Ikorugo 0*15 Star Wars Jedi Knight 2 WWE Wrestlemon kj Xfl 

Dork Tomorrow Ratmon Incredible Hui Ocarina at T.me Master Star Wars: R. Leader WWE WVe*Hemu 

Darkened Skye Int Superstar Soccer 2 Oconno Of Time Zefda Starfox Adventure* X a 2 4 

Dove Mirro RMX 2 Int Superstar Soccer 3 007 Agent Under Fee Startfcy A Hutch* XGRA* 

Dead to Right* Int Winter Sport* 2002 OO? Nightfire Sum of AH Fears X Men 2 Wolverines Rev 

Deocfly AHionce i 10 Outlaw GoN Summoner Goddess Reb X-Men: Nxt. Dimension 

Del lorn Vendetta J Rond Agent Linder Fee P ■ 1 A Super Rust A Move 2* Z « 2 4 

Defender i McGrath * Sc row World PN 03* Super Mono Sumhme Zopper 

Desert Storm (Conflict) James Rond Nightfwe Poc Mon World 2 Super Monkey Roll Zeldo Matter Quest 

Destroy All Monsters Jedi Knight 2 Pans Dakar RoRy 2 Super Monkey Roll 2 Zeldo Oconno of Time 

Die Hord: Vendetta K 1 1 Phantasy Star Online Super Smash Rr. Melee Zeldo: Wind Woker 

Dinosaur Planet (Starfox) Kelly Slater's Pro Surfer PA mm Superman Apokohpt Zoocube 

Disney Spent* Football Kmnuku Mon 2 Vo Point of Import Swmgerz Go# 0*f *27 

Disney's Magical Mirroi 1*12 Primal Fury Rloody Root T« 20 007 Agent Under Fire 

Donald Duck Quack Aft L of Horn Rlood Omen 2 Q e 1 7 Tor ran Freende 007 Nighthre 

Dothm the Giant L of Zeldo Master Quest Quack Attack Tor ion Untamed 18 Wheeler 

Dr Muto Leg of Zeldo O of Time Quod Power Racing 2 The Fellowship Of Ring Plus Many More... 


Ace Combat 4 S Skies 
Ace Combat D Thunder 
Airbtodx 
Abas* 

Alien* v* Predator Ext 
Angel of Darkness 
Conflict Desert Storm 2* 
Dead to Rights 
Devil May Cry 2 
Die Hard V*ndetta 
Dynasty Wo mors 4 
Enter the Matnx 
Escape Monkey Island 
Evil Deod Faf Room slick 
FIFA 2003 
Pinal Fantasy 10 
Futurama 
Getaway 
Gron Tunsmo 3 
Grand T Auto: Vke Oty 
Grand Theft Auto 3 
Great Escape 
Headhunter 

Heodhunter Redemption* 
Hitman 2 Silent Assassin 
Hufk 

J Rond Agent Under Pee 
JDredd Dredd v* Death* 
James Rond Nightfee 
Jurats* Pork Op Genes* 
Kingdom Hearts 
Loro Croft Ana of Dork 


Rlood Omen 2 
Chomp Monoger 2002 
Commandos 2 
Deod to Rights 
Puturomo 


H xman 2 Silent Assassin 
I Jones Emperors Tomb 
IMA Monoger 2003 
Medal of Honor Frontline 
Midnight Club 2 
Protect Gotham Racing 
Bet. to C WoNenstein 
Sega GT 2002 
S hen mu. 2 
Soldier of Fortune 2 
Splinter Cell 
Star Wars Jedi Knight 2 
Star Wars K of Old Rep* 
The Great Escape 
The Thing 
Tony Hawk s 4 
True Cnme Streets of LA* 
Vendetta Die Hard 
_Plus Mony More... 


Advance Wars 
Aggressive Inline 
DroQonbollZ L Goku 2 
Golden Sun 
Golden Sun 2 
Mono Karl Super Circuit 
Mega Man Rattle Net 2 


Pokemon Riue 
Pokemon Crystal 
Pbkemon Gold 
Pokemon Red 
Pokemon Ruby 
Pokemon Sapphire 
Pokemon Silver 
Pokemon Yellow 
Ruby Pokemon 
Sapphire Pokemon 
Sonic Advance 
Sonic Advance 2 
Vb Gt Ohl world Edition 
Zeldo A Link to the A»st 
Plus Many More... 


Ommusha Warlords 
Primal 

Res Evil Code Veremco X 
Return to C WoRenstem 
Robocop* 

Shodowmon 2 
Silent HiM 3 
Sens 

SOCOM: US Navy Seals 

Soul Reovei 2 
Spidermon The Movie 
Splinter Cell 

Star Wor* Rounty Hunter 
Starsky 1 Hutch 
Tenchu Wroth of Heaven 


The Sens 
The Thing 
Tiger Woods 2004* 

Ten# Splitters 2 

t Raider: Angel of Drk. 

Tony Hawk s 4 

ViceCRy. OTA 

WWE Smock down I S YM 
XGRA* 

Plus Many More... 


AGED 16 OR OVER, CALL THIS NUMBER NOW 


OVER 10,000 CHEATS 
AVAILABLE 

THE LATEST CHEATS 
ADDED EVERY DAY 

COMPILED BY GAMING 
EXPERTS 

100S OF QUALITY 
WALKTHROUGH GUIDES 


AGED UNDER 16, CALL THIS NUMBER 


CALLS TO THE ABOVE NUMBERS COST ONLY 60p PER MINUTE 

NON-UK CALLERS:+44 700 590 7575 


Pleose ensure you hove permission bom the bil payer before rafbng Each coR to the under 16 s number wiflcost no more than C3 00, and wilendot i minutes Mobile phone coR charges may vary 
Al logos and gome teles are trademarks of thee respective companies Detail* ore correct at time of going to press ‘Information for forthcoming releases * odded os soon os 4 becomes avoRobfe. flits 
is usually before the release date Pleose put ony comments or questions m wrtmg to Interortive Tokom Ud. 8 Grants Walk. PL25 5AA. at emoilcustservr&cheafsunlimited com or call our 

- 24hr Customer Service: (Freephone) 0800 081 6000 - 






The Simpsons trading card game is absotively posilutely the best thing since 
flash-frozen haggis. There's even a point to it: Strategically place dozens of 
your favorite characters in famous (and infamous) Springfield locations. With 
some Professor Frink-style thinking, you might just score enough points to win. 

For more information, call 08457 12 55 99. 

WWW.WIZARDS.COM/SIMPSONS 


TK SIMPSONS™ & <0 7003 haeatt* («bry F« Flm (arpereftae Af Rights Reserved The Wizards af be (aesl Ufa s • regntarad trademark af Wizards af *a (east, be a wbwdwy af Hashra Im. (02#M Wizards 













